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Disclaimers 


Spoiler Warning! 

This Series Sourcebook contains plot points, synopses and mis- 
cellaneous hilarity from every Red Dwarf episode to date. It is 
assumed that most players of Red Dwarf - The Roleplaying Game 
have seen said episodes (or at the very least will not be perturbed 
by having the plots to their fave shows revealed to the general pub- 
lic). You have been warned. 


A Note on Style 

The text in this book was largely written and edited in Amer- 
ica, and uses American grammar and spellings (color, humor, etc). 
Blame Noah Webster. In all other ways, we have endeavored to 
reflect the international attitudes and style of the Red Dwarf uni- 
verse. The use of "he" as the customary generic pronoun is sim- 
ply an editorial nod to established convention, and is not intended 
to overlook or neglect female players (whom we all think are pretty 
nifty, generally speaking). 


Graphics 

Red Dwarf is a relatively low-budget television series, and as 
such, not many photographic records were kept from the show's 
early years. Rather than sparsely populating this book with only 
the posed production stills and marketing photos of later seasons, 
we have included screenshots from actual episodes as well. And 
while the addition of such pieces is quite faberoo in terms of immer- 
sion, please understand that broadcast video is not the same qual- 
ity as print media, and therefore some images contain a modicum 
of video grain or pixelation. 
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If you iizure any jarace of, doubt in Jour mind ‘about’ faking ‘part in. a Red Dwarf : 
- role playing game, or» feel you're being a “twonk’ - please, don't. ° Because LE can,” 
* reveal to you that the whole Cast were role-playing. "Well that's obvious” I hear 
, you say, "They were obviously acting. " Well, thanks for the compliment, but what ; 
I'm saying is, the cast were role-playing, not Just i at playing the characters, b but at, 


‘being, actors. m. the first place. ‘ 


Pas ‘Now before the, publishers worry that I've stepped tight ont. a 2 iitigation land- 

_ "amine, | guess I should explain. ,Alk of us in the regular early cast were ‘known for 
* doing something else. Chris Barrig, ourArnold Rimmer, was a comedy’ impressionisf; 
.« _ .Craig Charles: was a comic: and performance poet; Norman Lovett’ and myself (the + | 
Hollies) were stand-up comics and. Rober " Llewellyn, the-Kryten mechanoid, had .. | 


‘just gone : sold from a comedy, trio, and’ nqtable for-wearing tight black lycra , 
; cycling shorts. Phis ‘if you were casting Red Dwarf where else but the’ mysioaP. 
* « Cats: viould you $0 to find Danny John Jules. ; pene Mg casts. 

." Sobn, the witere "Urey on aspects of. our personalities to feed into ‘the Shavac- 

ters (vanity, an interést in engities, being: a slob, grumpiness,-arad an “apologetic ‘* 

_ nature - Tu let you guess which is which).- The cast’ and’characters poe =, a kind oe 


" of hybrid, and een traits ‘of these oddbalis rebounded onto us and fused... 


“the show was filmed’in front of a stutlio audience, and this was where: a r caste * 
’ ful of comedians could conte irito its-own. _ Chtis.could put his talents to good use 
‘ by daing a burst of the rest of ais: Craig ‘would, banter with the- ‘audience, and Danny 
a would swirl ‘round and. let-out a Cat yelp.’ Holly. was filmed sitting-on a chair wear, 
ing all black.clothés. against a black baekground, so my main.trick was to make.a 
" stupid face and fall off the chair. .Kryten would. be making a scrunéhed up face 
é aoe pe suggestive thrusts. The atmosphere requis be. electric. 
There" s iwage this suspicion. with sitcoms of canned laughter it as ie 
ébut with: filming“Red Dwarf the exact opposite-was the case. Because the audi-" 
ence got to know the characters So well, sometimes they could anticipate how. they. 
- would. react to a situation, and would start laughing before the lines were ‘said or . 
'. the action*took place. Far from beirig encouraged, * sometimes: the scene had ‘to 
‘be performéd ‘again because the audience laughtes was so. loud the cast’ couldn't. 
hear. each other speak. - « . ee oe a i 7} ' ; 
tg ‘o * Now’: and again, as were having too much fun in rehe: sals and filming, we used 
fo wonder whether the _producers would have preferred o’have had proper actors ey 
i - rather*than. this role-playing motely crew they ¢ ended up with, having . the time of — 
thelr vas: But | think rot, 


‘ r hie you have a "atest time Spring this role-playing Red Dwarf game; and share. 
_ the enjeyniens we had. in prsking the show. 


- 


‘Hattie Hayridge 
_— 4 . a ra " ¥ oa . é 4 a: as : * * 


*s : . a é. °* ae ee ze "< 
. - . ° *. . ; 


The first series of Red Dwarf is some- 
what different from the following seasons, 
never leaving the titular ship and concen- 
trating more on the strained relationship 
between Lister, Rimmer and Cat. This char- 
acter-driven sitcom in space needed strong 
character flaws to keep it together, and 
focused on those flaws throughout the first 
season. Many episodes focus on a different 
character and bring that character to life 
with excellent writing and an overall sense 
of purpose. The creators of this show knew 
where they wanted their characters to go 
and what they wanted them to do. All Als 
should take note. 


THE END 


Mission Profile Armpit Noises skill for example (or, more likely, drop. 
After being put in stasis for refusing to turn over Ping Astronavigation in order to buy it). 
Frankenstein, the pet cat he'd smuggled aboard the The End also hints at some clever bits the Al can 


massive Jupiter Mining Corporation vessel Red Dwarf, Slip into a prelude. One is the seed planted for futurey, 
Dave Lister wakes up to find that a radiation leak has use. In the hands of a cunning Al, even a throwaway 
killed the crew, three million years have gone by, and line about llamas and bean dip can become much, / 
he's quite possibly the last human being in the universe. ™uch more. You can drop some random bit,of non 
For company, Lister has Holly, the ship's slightly dotty | Sense in here and there many sessions later, or build an 
Al, a hologram of his neurotic roommate Rimmer, and a entire adventure out of it. You can lay pipe for future use 
flamboyant creature that evolved from his pet cat. with practically anything, even if you have no idea what, 


Guess it doesn't pay to oversleep. you'll ultimately do with it. Imagine the delight on your » 
. players' faces when they realize that the origins of the 
Bring It On Dishwasher Star Empire lie in that missing cargo of 


The End is a somewhat tricky episode to adapt to _ kitchen appliances and Al software the Captain was giv- 
gaming use because it's entirely exposition. As the first ing them a hard time about all the way back in the first 
episode, its job is solely to establish the characters and _ session. 
their rather complicated backstory. That job's big 
enough that it doesn't leave much room for adventurous 
plot development or interesting gadgets. 

Nonetheless, it's a great example of how to run a 
prelude episode for your characters. Particularly if 
you're creating a variant universe with new characters 
facing a different predicament, it could be useful to run 
through the events leading up to the beginning of the 
campaign. This could even be done in the midst of 
character creation, giving players a chance to try out 
their characters, interact with each other, and then 
make some modifications — dropping the Instrument: 


Another thing a prelude can do is establish the past 
more firmly in players' minds. In The End, Red Dwarfis 
“a bustling ship with a living crew, except for poor 
George Mclntyre, of course. Giving your players a 
chance to interact with the crew before having things go 
“horribly awry will give them a better sense of the lives 
they've left behind and a context to which their new 
existence can be compared. It will make the experi- 
_,ence more real, more poignant and more affecting. 


But stuff that. As the Al, this gives you player back- 
ground you can draw on when some shape-changing 
GELF pretends to be a miraculously resurrected Lieu- 
tenant Fordway, for example. Instead of dangling a red 
flag in front of them by saying something stupid like, 
"Uh, you seem to recall that Lieutenant Fordway was a 
huge zero-gee football fan while this one thinks a 'roof 
attack’ involves killer mutant pigeons," you can let them 
figure things out for themselves. Or, more likely, not. 


Deimos Instruments CX-114 Speaking Slide Rule 

4 A sophisticated computer with a consumer-grade artificial intelligence and natural language voice output — 
built into two interlocking rods of molecular dataceramic and using the varying positions of the rods and a plas- 
tic slider as its only means of input. All the rage among programmers on Mars, who consider computers with 
more user-friendly interfaces to be insufficiently 133t. Sometimes used by students to cheat on tests on the 


(admittedly shaky) theory that since they are so difficult to use, even if you're caught, using a speaking slide rule 


demonstrates at least some level of competence. 


Reality Check: A successful Computer Ops. check at -1 for programming the equation correctly will yield a 


‘| +2 on the next Astronavigation or Mathematics check. 


Kochanski | 
AGL 3 


Endurance 3 AGL 3 


Strength Feat 1 Pilot 5 
PER 4 DEX 3 
Awareness 3 Repair 3 
Con 3 STR 3 
Seduction 1 PER 3 
INT 3 


WIL 5 


Athletics 3 EX a a 4 
Dance 4 STR 3 
Gunnery 1 PER 4 
Self Defense 3 Social 6 

DEX 3 Awareness 4 
Firearms 2 Empathy 2 
Repair 2 Flight Coordinator George 

STR 2 g g INT 4 


McIntyre (Hologram) 


Awareness 3 


Astronavigation 4 Seduction 3 
Computer Ops 2 Social 3 
Theoretical Physics 2 INT 5 


Astronavigation 6 


Cool 1 Computer Ops 6 
Resist 1 Language: Welsh 6 
INIT 7 Mathematics 5 
SHRUG 4 WIL 3 
SAVE 7 INIT 6 
Personality: Rank (2), Direc- SHRUG 3 
tion, Pet Peeve: Rimmer SAVE 6 


Frank Todhunter 
AGL 3 


Astronavigation 6 
Computer Ops 5 
Security 4 

WIL 3 
Intimidation 4 
Resist 2 

INIT 7 

SHRUG 3 

SAVE 6 

Personality: Rank (2) 


Personality: Rank (2), 

Chirpy Optimism, 
Delusion: Sexual 
Dynamo 


Olaf Petersen 
(EBB, page 6) 
AGL 4 


Captain Hollister 
(RDRPG, page 141) 
AGL 2 


Pilot: Cycle 2 


DEX 3 


Active Games 4 


STR 6 


Endurance 3 
Strength Feat 3 


PER 1 
Aesthetics: Alcohol 4 


Passive Games 2 
(Strip Poker 4) 
Seduction 1 


INT 2 


Culinary Arts 3 
(Chips 5) 
Trivia: Sports 4 


WIL 4 


Resist 2 
(Drunction 4) 
Cool 3 


INIT 5 
SHRUG 4 
SAVE 7 
Personality: Dumb Luck (2), 
Unusual Talent: Play Kazoo 
on Buttocks (3), Addiction: 
Alcohol (3), Gullibility 


Athletics 1 


Pilot: Capital Ship 5 
DEX 3 
STR 4 


Endurance 1 


PER 3 
Aesthetics: Food 5 


(Sweets 7) 


Awareness 3 
Empathy 5 
Con 6 

INT 4 
Astronavigation 4 
Computer Ops. 4 
Culinary Arts 4 


Selby (EBB, page 7) 
AGL 4 
Pilot: Cycle 2 
Stealth 1 
DEX 3 
Active Games 4 
STR 3 
Endurance 2 
Strength Feat 1 
PER 2 
Aesthetics: Alcohol 3 
Con 4 
Passive Games 2 
(Strip Poker 4) 
INT 5 
Culinary Arts 2 
(Mixology 4) 
Trivia: Sports 3 
WIL 3 
Resist 2 


(Drunction 4) 
Cool 4 

INIT 6 
SHRUG 3 
SAVE 6 


Alcohol (3) 


(Sweets 6) 


Mathematics 3 
Theoretical Physics 2 
Trivia: Sweets 4 


Personality: Dumb 
Luck (2), Addiction: 


WIL 3* 


Cool 2 


Intimidation 2 


Resist 2 
INIT 5 
SHRUG 4 
SAVE 7 


Personality: Rank (3), Obe- 
sity (3), Acute Sense: 


Taste, Age. 


*Lowered Due to Age 


AGL 4 
Dancing 1 


Pilot: Cycle 3 
DEX 4 


STR 5 


Endurance 2 


PER 1 
Aesthetics: Alcohol 3 


Passive Games 2 
(Strip Poker 4) 


INT 4 


Culinary Arts 2 
(Mixology 4) 

History 3 

Trivia: Sports 4 


WIL 2 


Resist 3 
(Drunction 5) 
Cool 3 


INIT 5 
SHRUG 4 
SAVE 7 
Personality: Dumb Luck (2), 
Addiction: Alcohol (3), Gulli- 


bility 


Chen (EBB, page 7) 


(Drunken Flailing 3) 


Active Games 4 


“Mission Profile 
When Holly takes the ship beyond lightspeed, Red 
Dwarf begins catching up with things that haven't hap- 
“pened yet. In other words, the crewmembers start 
seeing echoes of events that will take place sometime 
in the future. And it's a pretty inexplicable future. The 
_/part where Lister dies trying to fix something in the drive 
room is pretty worrisome — although Rimmer takes a 
perverse pleasure in it. But the really weird part is the 
_#hoto of Lister with his two sons. Given that there aren't 
any women left, where the smeg did they come from? 


A 
Bring It On 


The plot of Future Echoes will take some adapta- 
tion. That is, unless you think you can pull off a scene 
like the one where present Lister and future Rimmer 
talk past each other in the drive room, then Lister catch- 
es up with the echo and they redo the scene in proper 
synch. Oh, really? With your players? Face it, the TV 
show could pull this off because its creators got to write 

“the dialog and scene directions beforehand. You don't. 
And if you do, it's called a "play", not a "roleplaying 
game". 

But that doesn't mean the future echo idea isn't a 
killer. Just push the ship a little too hard or come up 
with another explanation that sounds vaguely plausible, 
and suddenly the future is your oyster. You can drop 
just about anything on your players. Then you can 
watch them go completely nuts trying to escape destiny 
like a bunch of tragic Greek heroes. Even better, you 
can make your vision of the future easy to misinterpret. 
In Future Echoes, Rimmer thinks he's seen Lister killed 
in the drive room. Lister spends most of the rest of the 
episode trying to change that outcome, by preventing 
Cat from breaking a tooth to prove that echoes can be 


avoided, and even by deciding briefly to never wear his 
hat again since Rimmer claims he was wearing it when 
he dies. 

Of course there are many ways to misunderstand 
what you see. Lister assumes that the Cat breaks his 
tooth trying to chow down on one of his robot goldfish. 
But it's by trying to stop him that Lister breaks the Cat's 
tooth. And of course in the end it turns out not to have 
been Lister that Rimmer saw die at all, but his son Bex- 
ley. By carefully selecting what to show your players in 
a future echo, you can make them believe all kinds of 
things are coming — but always leave yourself an out. 

This tactic makes for a great story hook. Drop 
something on them they can't safely ignore. The ship 
exploding in an enormous fireball, the obliteration of the 
universe, the characters being used as rectal supposi- 
tories by some nightmarish creature that's all slime and 
tentacles. Let yourself go there because you're going to 
cheat. Frankly, your players probably (just probably, 
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mind you) Know you're going to cheat. The fun comes 
from figuring out how you're going to wriggle out of end- 
ing the campaign in such horrible fashion. 

On the other hand, once the future echoes start 
appearing, your players will try to "Bill and Ted" you. 
Even Lister and Rimmer can't resist the temptation to 
remind themselves to deliver useful messages to their 
unseen past selves once they become the future selves 
they're meeting. Be ready for this, but don't worry too 
much about it. This kind of foolishness just shows why 
they're the players and you're the Al. By the time your 
characters have gained some perspective (171 years of 
it in Lister's case) what's to say they won't lie to their for- 
mer selves to get them to do what they think best in 
hindsight? Heck, who's to say those are really your 
characters’ older selves at all and not clones or androids 
created by enemies they haven't even made yet and 
programmed specifically to mislead them from the 
future? 


IcthyTech 3000 Robot Goldfish 

Your friendly robo-pet for quarantine or low life support environments. 
If you can't have a real pet, the IcthyTech 3000 is... well it's even better! 
Does everything a real goldfish does plus, with its onboard three second 


memory and our optional RAM modules, your pet can learn to 
and play games with you, even help you do crossword puzzles! 


Talkie Toaster™ 
AGLO 
DEX 0 
STR 0 
PER 5 
Aesthetics: Music 1 
(Lounge Singing 3) 
Social 2 
INT 6 
Culinary Arts 4 
(Toasting 6) 
Philosophy 4 
Theoretical Physics 3 
WIL 4 
Personality: Fanaticism: Toast, 
Obsession: Toast 
Quote: "| toast, therefore | am." 


LISTER: I'm going out like | came in — 
screaming and kicking. 

RIMMER: You can't whack death on the 
head! 

LISTER: If he comes near me I'm 
gonna rip his nipples off! 


do tricks 
Software 


crash? No problem! Just whack the 3000 against any hard surface until 
it reboots, and your friend will be good as new. The IcthyTech 3000. All 


the love and loyalty of real goldfish, with none of the hassle. 


Reality Check: The robot goldfish is not a dog. It won't really do tricks 


or fetch things for you, no matter how many extra chips you buy. 


4 
“Mission Profile 
Rimmer and Lister are at each other's throats. Rim- 
mer wants Lister to follow orders and maintain 
“shipboard procedure. He hides all the cigarettes and 
gives Lister one for each day he plays along. Lister 
aes to shut Rimmer down — temporarily he swears 
_7— so he can boot up Kochanski for an evening. But 
Rimmer's hidden the hologram personality disks too. 
The solution, Lister decides, is to get himself promoted. 
_Ahen he'll outrank Rimmer instead of vice versa, and 
Rimmer will have to kowtow to him for a change. Real- 
izing he doesn't have to get all that far up the ship's 
ecking.order to outrank Rimmer, Lister starts preparing 
to'take the Chef's exam. 


Bring It On 
4 Balance of Power is very much a character-driven 
story, which makes it tricky for gaming, although by no 
means impossible. There's not much adventure-friend- 
_AY plot to grab onto in the first place, and what is there 
arises entirely from the relationship between Lister and 
Rimmer. If you're playing with the original characters, 
Balance.of Power lays out that relationship with all its 
“neuroses and paranoia. It's a great example of what 
puts these characters on edge and makes them funny. 
/ \f you're not playing with original characters, it will 
“be a challenge to reproduce the episode's storyline ver- 
1 batim, but Balance of Power suggests several useful 


Black Market Learning Drugs 


SERIES I 


BALANCE OF POWER 


things that can come into play in your series. Balance 
of Power is basically the "stir crazy" episode, in which 
the solitude and the fact that everything they knew is 
three million years gone starts to get to the humans in 
your party. Some may start flashing back to happier 
times with their mates. At the same time, a hologram 
will have to come to grips with his death and new exis- 
tence as a being of light. Perhaps the ranking human 
would have preferred a different hologram for resurrec- 
tion — say, the old flame? And of course, the hologram 
will be convinced he won't get turned on again. 


Developed under the trade name Ejdetoso/ and restricted to 


licensed clinical uses, it didn't take long for black market versions, like 
MIT White, 1Q and Smarteez, to hit the streets. Eidetoso! and similar 
learning drugs aren't much use in terms of actually making you smarter. 
They wear off and, worse, they put users in a nearly autistic state that 
is only useful in very specific conditions, like their main black market 
application: taking exams. While illegal, these drugs have found a 
steady market in a society that bases so much on test performance. 
Unfortunately, it seems to be very easy to get distracted while under the 
influence of learning drugs and remember all the wrong things. 
Reality Check: Learning drugs take effect about an hour after use. 
Then, for the next four hours, the user goes into immersion mode, in 
which the brain soaks up everything it's exposed to. Add 2 points to the 


user's PER and INT stats, and a bonus of +3 is applied to Awareness 


and all INT-based skill. After the initial four hours, the user's stats and skills return to normal. For the next twen- 
ty-four hours, the character will still use the drug-boosted stats to recall anything he experienced during the 
immersion period. On the down side, he will need to make a straight WIL check to focus on anything else. 
Extended use of learning drugs can cause all kinds of nasty side effects (random rolls on the Space Madness 
Table at Al's discretion). Remember kids, winners don't do drugs. 


Hopefully your characters have similar flaws and 
foibles you can exploit. Since this storyline arises out of 
character action, it may require you to take a player 
aside and ask him to help you create the character ten- 
sions you'll need. Or you can try to use plot events to 
lead them down the path you want. If your hologram is 
as insecure as Rimmer, suggest that another deceased 
crew member would be the only one with the knowl- 
edge, or the security codes or what have you, to get the 
party out of the dire mess they're in. And all they have 
to do is shut down the hologram they're running for just 
a few minutes. 

Alternately, since in Red Dwarf you have an 
onstage character, you can simply use some of the Al's 
own quirks to create character tension. Holly openly 
admits three million years alone have perhaps made 
him "a bit peculiar." Have your Al be the one to insist 
that everyone adhere to strict shipboard discipline. 
Don't follow orders unless all the proper forms are filled 
out in triplicate and every checklist has been double- 
checked. Better yet, insist that none of your players has 
the authority to order a course change or an engine 
burn and you're not going anywhere until they do. If 
that means that, three months from now, the ship plows 
straight into that Class G star up ahead, well that's just 
too bad. See how quickly that gets them cramming for 
those officers' exams (or, more precisely, see how 
quickly that gets them coming up with creative ways to 
cheat on those officers' exams). 

In a similar vein, enforce the hierarchy by punishing 
those who neglect their duties or disobey orders from a 
superior officer. After all, who controls the vending 
machines? Who doles out the food vouchers? Who 
has his finger on the beer supply (or would have, if you 
had fingers)? Why yes, that would be you. 


Talkie Toilet™ 
From the people who brought you 


Talkie Toaster™ comes the next stage N 
in sanitary evolution, a toilet smart 

enough to realize just how wretched its 

existence truly is. Using exclusive \ 


self-image redirection technology, 
we've leveraged the 
natural feelings of 
inadequacy and 
shame created by 
giving a toilet artificial 
intelligence into an 
obsessive drive to 
perform its functions 
as effectively as pos- 
sible. You might not 
want to go ona 
weeklong bender with it, but Talkie Toi- 
let™ will be the most motivated toilet 
you've ever owned. 
AGL 0 
DEX 0 
STR 0 
PER 5 
Awareness 3 
INT 6 
Language 4 

(Slang Terms for Defecation 6) 
WIL 4 
Personality: Acute Sense (Hearing), 
Stoicism (2) 


WAITING FOR GOD 


“Mission Profile 

Lister and Rimmer take indi- 
vidual journeys through the 
“landscape of faith. When Holly 
detects an unidentified object, 
immer decides it's a spaceship 
_Aearing-super-intelligent, benevo- 
lent aliens who will give him a new 
body. Lister, who's already figured 
ut thatrit's actually one of Red 
Dwarfs own garbage pods, gives 
» Rimmer a hard time about his 
liens, but he has his own reli- 
gious crisis. He's been learning to 
read the smell-based language of 
the cats,-and is mortified to learn 
“how much pain and bloodshed 
has been inflicted in his name as 
Cloister the Stupid, god of the 
“cats. “Heavy is the head that 

wears the giant donut. 


Bring It On 
“Waiting for God presents two 
parallel storylines. Either of them 
can be picked up and used more 
“or less“as is if you have charac- 
ters that can fit into them, but both 
would probably work best as a 
Subplot/against the backdrop of a 
main adventure. 
, The more obvious is Lister's 
_Axploration of his role as inadver- 
tent deity. The evolved pet 
character type is a mainstay of 
Ahe game. Each campaign prob- 
ably has at least one, and 
includes the human character 
who set off the whole evolutionary 
cascade when he smuggled the 
original animal aboard millions of 
years ago. The plot points adapt 
to pretty much any of these 
setups, particularly in a story that 
involves the characters exploring 
new areas of the ship. 


e The players somehow come 
into possession of the sacred 
texts of the species in ques- 
tion. In Waiting for God, the 
Cat simply gives a copy to 


Cat Priest 
AGL 2 
Athletics 2 
DEX 2 
Craft: Holy Arti- 
facts 4 
STR 2 
Endurance 3 
PER 5 
Awareness 3 
Empathy 2 
INT 5 
Anthropology 5 
(Cat 7) 
History 3 
(Cat 5) 
Language: Esperanto 4 
Philosophy 3 
(Cat 5) 
Trivia: Religious Tenets 4 
WIL 4 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Acute Sense: Hear- 
ing, Acute Sense: Taste, Bad 
Sense: Blindness, Fanaticism: 
Cloister the Stupid (3) 


Lister, but you could have 
the party find it some- 
where aboard the ship, or 
even on something like 
the wreckage of the Cat 
space ark. There could 
even be cave paintings on 
a small planetoid some- 
where. 


e Upon translating, or 
just reading depending on 
the language difficulties 
involved, a human party 
member learns that he or 
she effectively created the 
species, and a garbled 
version of his or her life 
has become their religious 
dogma. Or possibly 
catma. Choose your 
details carefully here. 
Pick some recognizable 
aspect of the character's 
personality or backstory 
and either exaggerate it 
to ludicrous heights or 
reverse it and then exag- 
gerate. 


e While the character is 
angst-ing over all the horrific things 
done in his name — described in 
loving detail, with gut-wrenching 
illustrations edged in gold leaf — 
the group comes across hints that 
there may still be a handful of the 
evolved pet species living in some 
isolated corner of the ship, still fol- 
lowing the old ways. Presumably 
any PCs of the species are decid- 
edly not good examples of the 
culture, unless they are of the 
devout persuasion already. lIdeal- 
ly, this will come up while they're 
already reluctantly hunting through 
long-unexplored decks for some- 
thing that otherwise would be 
hunting them. Which will they find 
first? 


Once the party, or perhaps the 
"god" gone off by himself, comes 


across the last surviving 
cats, rabbits, turtles, what 
have you, aboard their ve 
ship, the reluctant creator | _ 
must deal with the situa- a 
tion. This is pretty much up 
to the player. The creator 
could tell them a nice bed- 
time story so they feel 
better about their lives and 
their faith, rip them a collec- 
tive new one for taking his 
supposed "teachings" to 
such extremes, or even 
recruit a new PC or two. It's basically a dramatic 
moment for the creator's player. 


UNVESTIGATION 


~ a 


Waiting for Goa's other subplot, Rimmer's so-called 
Quagaar ship, is probably best adapted more loosely 
and based on the particular delusions of one character. 
If somebody has become especially attached to a pet 
theory, be it aliens, the idea that over the past millions 


Quagaar 


QUAGAARS 


\ of years mankind must have 
evolved into perfect energy 
beings, or what have you, 
feed that belief. Throw them, 
a bone in the form of some- 


thing that could, if they 
suspend disbelief about some 
» things and carefully ignore 
"others, be seen as proof of 

¥ their idea. Stretch it.out a bit, 
through lengthy decontami-» 

_ nation procedures or what 

2 \ == have you, while the other 
players, who know perfectly. 

well what's really going on, crack jokes. Hopefully 

you've chosen a player who will take this and run with 
it, because it's unlikely you'll actually fool the players 

But you never know. If you really do have them believ- 
ing it, let them down easy, but only if they buy the next 
round. % 
For another example of a crackpot theory, check ~ 
out Tikka to Ride, page 111. 


Sure, in the canon universe, the Quagaar warrior turned out to be the desiccated carcass of a roast chicken. 
But perhaps in your alternate dimension, the Quagaar actually evolved from the cells of dead, half-rotten poultry, 
irradiated to the point of reanimation, or sprang fully formed from a crewmember's subconscious during a mutat- 
ed pneumonia fever-dream! Impervious to most kinetic attacks, the Quagaar scuttle to and fro, searching for living 
brain matter to suck out of a character's skull. Beware the undead chicken with three 'A's in its name. The Qua- 


gaar walk among us! 


Special Abilities 


Wishbone Strike: The Quagaar warrior can subdue a target by executing a midair 


AGL 5 
Self Defense 5 
DEX 3 


KD 


strike to the head. If the strike is successful, the target is 
rendered unconscious. 

Brain Suck: Once the Quagaar has rendered an oppo- 
nent unconscious, it uses its long, baster-like ear-straw. A 
character that has been fed upon by a Quagaar retains 
enough brain function to become a drooling moron (which 

may actually be a distinct improvement, depending on 


your party), until the character's DNA is extracted from 
the Quagaar (Medicine check at -1). 

Invulnerability: Much like other food-based monsters 
in the Red Dwarf universe, the Quagaar is impervious to 
most physical attacks. Shooting it with guns or hitting it with 
garden tools will only make it angry. 


Vulnerabilities: Fire, electricity, cooking batter. 
Instinctively fearful of persons with rank of Colonel—will 


“rZ avoid at all costs. 


STR 5 
Climb 4 
Endurance 5 
Strength Feat 4 
Swimming 3 
PER 4 
Awareness 4 
INT 1 
WIL 3 
Resist 4 
INIT 9 
SHRUG 4 
SAVE 8 
Fear Factor 1 


A 
Mission Profile 
, Lister goes into the officers’ quarters (to check 
_Mochanski's dream recorder and see if she ever 
dreamed of him) before they've been decontaminated 
and picks up a touch of pneumonia — three-million- 
year-evolved space pneumonia (see the Medibay 
“section of Red Dwarf — The Roleplaying Game, page 
118, for more information on Mutated Pneumonia). Lis- 
ter becomes feverish, but his hallucinations aren't just in 
“his mind. They really exist, resulting in a rain of fish and 
the spontaneous combustion of the Mayor of Warsaw. 
: ae are entertaining, but the real trouble starts when 
Awo opposing elements of Lister's personality, his blus- 
tering, obnoxious Confidence and his sniveling, 
pessimistic Paranoia, manifest in the Drive Room. 
_Ahey may just be symptoms of Lister's illness, but now 
that they're here, they don't want him getting better. 


Bring It On 
Confidence and 
Paranoia offers you 
plenty of ways to 
mess with your play- 
ers' heads. The first 
stages of mutant 
pneumonia are amus- 
ing enough. An 
occasional rain of fish 
or combusting Mayor 
is just the beginning. 
You can bring back 
characters' deceased 
relatives, redecorate 
the drive room using a 
tiki lounge motif, com- 
ye plete with torches and 
hula dancers, and let yourself run wild. Try not to be too 
threatening at this point, (unless that's the sort of thing 
your players are into). Maybe some hallucination with 
a hint of menace — traces of an unseen pack of wolves 
stalking the passageways, or Dennis Hopper sucking 
on an oxygen mask — but mostly just make it weird. 
As the illness progresses, you can start getting 
deeper into the victim's psyche. In Lister's case this 
means Confidence and Paranoia, the psychological 
versions of the tiny angel and devil that sit on your 
shoulder and egg you on toward good or evil. You can 
justify dredging up just about any personality aspect but 
these two will do pretty well to start. You get to play 
them, of course, and can easily use them to mess with 


“1 


— 
— 
— 
-— 
—_ 
= 
—_ 
oO 
-—y 


the player from whence they were spawned. Confi- 
dence has a wonderful time following Lister around, 
marveling at his horrible guitar playing and convincing 
him he can do anything. 

But the real fun comes when these hallucinated 
pieces of one character's psyche start talking to the 
other characters. In Confidence and Paranoia, Para- 
noia spends most of his time hanging around with 
Rimmer — indeed the two seem like a natural match. 
For whatever reason, Rimmer doesn't recognize the 
opportunity he's being offered. He steadfastly ignores 
Paranoia and even tries to get a skutter to inject him 
with something doubtless not good for him. But in the 
meantime, Paranoia is busily revealing every humiliat- 
ing secret shame in Lister's past. Imagine the kind of 
havoc that could create among your players who will 
make better use of the information, being unencum- 
bered by — dare we say it — the moral scruples of an 
Arnold Rimmer. 


RED DWARF SERIES SOURCEBOOK 


Another thing to consider is the added power per- 
sonality aspects will gain from taking on flesh and blood 
existence. With Confidence cheering him on, Lister is 
able to come up with a way for Holly to run two holo- 
grams at once, and figures out where Rimmer has 
stashed the personality disks — both rather impressive 
achievements by Lister's standards. Presumably if he'd 
ended up with Paranoia instead, the effect would have 
been quite different. You may consider modeling this 
by giving characters a one or two point modifier on all 
target numbers while under the sole influence of one or 
the other aspect. Obviously if they're both shouting at 
you they cancel each other out. Also, you can't be influ- 
enced by someone else's personality aspects. 

Finally, you'll have to consider how these hallucina- 
tory characters are going to go out. The example of 
Confidence and Paranoia assures us it won't be with a 
whimper. Apparently having fed Paranoia into the 
waste grinder, Confidence goes out in a blast of explo- 
sive decompression attempting to show Lister that he 
doesn't need a spacesuit outside the ship because 
"“oxygen's for losers." If nothing else kills them, the 
aspects will eventually fade out naturally. But they'll go 


Lister's Confi- 
dence 
AGL 3 
Athletics 3 
Self Defense 4 
DEX 3 
Active Games 2 
STR 4 
PER 3 
Aesthetics: Music 1 
Con 6 
Social 4 
INT 2 
Philosophy 2 
Trivia: Lister's Life 6 
WIL 6 
Cool 2 
Intimidation 4 
INIT 6 
SHRUG 5 
SAVE 10 
Personality: Charisma, 
Courage, Dumb Luck (1), 
Fanaticism: Lister's 
Absolute Perfection (3), 
Delusion: Oxygen is for 
Losers (3) 


Useful Bits 

The following bits of gear also appear in Con- 
fidence and Paranoia. Details can be found for 
each within the pages of Red Dwarf — The Role- 


playing Game. 
Mutated Pneumonia, page 118 
Dream Recorder, page 62 


» 


to considerable lengths to avoid that, or anything else 
that threatens them. If all else fails, have them literally 
hold the ship hostage — barricading themselves*in the » 
drive room with explosives, or capturing a couple char- 
acters and putting bazookoids to their heads. Their one 
demand? That the character that got sick and’started 
all this be carefully re-infected with mutated pneumonia. 
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Lister's Paranoia 
AGL 3 
Stealth 3 
Self Defense 3 
DEX 3 
STR 3 
PER 4 
Aesthetics: Fashion 3 
Awareness 4 
Passive Games 3 
Con 6 
INT 3 
Philosophy 4 
Trivia: Lister's Life 6 
WIL 6 
Intimidation 4 
INIT 7 
SHRUG 6 
SAVE 11 
Personality: Puz- 
zler, Stoicism (2), 
Cynicism, Fanaticism: 
Lister's Utter Worth- 
lessness (3) 


: ME2 


Mission Profile 

_/ Having inadvertently booted up a second hologram 
of Rimmer at the end of the previous episode, Lister is 
in misery. After getting off to a good start, the Rimmers 
ate at each other's throats and driving him crazy. Even- 

“tually even the Rimmers concede that one of them has 
to go. — but not before Holly plays an April Fools joke 
some six months early, and Lister has figured out why 

4Rimmer's last words were "gazpacho soup." 


Useful Bit 


The following bit of gear also appears in Me?. 
Details can be found for it within the pages of Red 
Dwarf — The Roleplaying Game. 

Hologrammic Projection Box, page 58 


Once you've duplicated one (or, Cloister help you, 
several) characters, you'll need to diverge from Me2's 
plot somewhat. The actual episode delights in putting 
both Rimmers onscreen at once, and they spend much 
of their time alone with each other. For gaming purpos- 
es, this means one character doing a running dialogue 
with himself while the others sit back and watch, which 
is generally not good unless Robin Williams is in your 
group (in which case you're lucky bastards). Instead, 
have a "guest" player of your nomination step in and 
play the alternate hologram. The trick is to pit the 
copies against each other, but still get the other char- 
acters involved. This way, the player of the replicated 
character still gets to show off, but everyone else has 
something to do. 

The character's background may give you what you 
need to set the duplicates against each other, or your 
reason for duplication may make it so that only one can 


Bring It On 


Me2 is another character-driven episode that you 


will have to adapt very specifically to different RIMMER: If only they'd've mentioned it in Basic 
crewmembers. If you have a player who can handle it, Training! Instead of climbing up and down 
duplicating his character can make for a fun roleplaying ropes and crawling on your elbows through 
experience. This doesn't necessarily have to be a holo- tunnels. If only, just once, they'd said, "Gaz- 
gram duplicated by running a second copy of his disc. pacho soup is served cold!" | could've been 
Some kind of vague pseudo-scientific hand waving can an admiral by now! Instead of a nothing 
let you replicate pretty much any kind of character. An which is what | am, let's face it. 

android with his personality module backed up and LISTER: Aw, come on. You're not a nothing. 
loaded into a spare body, alternate universes and CAT: He is. 

nanobot recreations for the humans and evolved pets. RIMMER: You're right! 


Let's face it; in the world of Red Dwarf, "that doesn't CAT: | know I'm right. 
make any sense" is almost never a meaningful objec- 
tion. 


ultimately survive. What- 
ever the cause, 
encourage the two of them 
to seek allies among the 
crew and divide the party 
into two camps. Have 
them lie, manipulate and 
start fights. Ideally, once 
this process has gotten 
established, you can have 
them start pretending to 
be each other, to spy and 
plant misinformation 
among the other copy's 
allies. If you're being real- 
ly devious, you might 
never let on that there are 


we learn the explanation, 
it's a mystery to Lister, 
one that keeps needling 
him until he solves it 
through trickery. Whether, 
in combination with the 
duplicate character plot or 
not, cryptic dying words 
can make a good running®. 
gag. Perhaps the ship's 
logs reveal some odd 
dying phrase spoken by a\ 
crewman who isn't around 
anymore, and clues found 
scattered around the ship, 
suggest that the meaning 
could be important. 


two of somebody running around in the first place but Another amusing bit, assuming it's not overused, iS: 
let the group figure it out on their own. "What do you _ Holly's April Fools joke. Red Dwarf is one of very few 


mean he's on level 
162? | just saw him in 
the Drive Room." 

A couple side ele- 
ments of Me? are also 
worth noting. One is 
Rimmer's dying words, 
"gazpacho soup." It 
makes sense once 
explained — Rimmer 
was humiliated during 
his one, long-awaited 
dinner at the Captain's 
table when he sent 
back his gazpacho 
because he_ didn't 
know it was supposed 
to be cold. But before 


CAT: Attention lady cats! Sensual emergency! Good lovin' need- 
ed bad! Ooooooowwww! Hey, no girls here? What a waste 
of a good move! It's ashame. I'm looking so dangerous, too! 
Wow! Yeah! Yeah! Yeah! Yeah! Yeah! 

LISTER: Cat, what are you doing? 

CAT: I'm courting. 

LISTER: Courting who? 

CAT: Whoever shows up. 


LISTER: | told you before. There's no other cats on board. 
CAT: lf | believed that for one minute, I'd go crazy! 
Oooooowwww! Yeah! Yeah! Yeah! Yeah! 


RPGs where the Al 
can actually get away 
with being an unreli- » 
able narrator. Every 
so often, just mak 
something up. In thes. 
middle of some dra- 
matic scene, give your 
players a bit of. cardiacy 
theater with a ten sec- 
ond countdown to 
self-destruct or some 
other impending 
doom, then snicker at 
them. They'll. love its, 


Really. ~ 


Dave Lister 
AGL 3 
Pilot: Cycle 3 
Pilot: Auto 2 
Pilot: Transport 1 
DEX 4 
Active Games: Pub 3 
(Pool 5) 
Instrument: Guitar -1 
Repair 4 
STR 4 
Strength Feat 2 
Swimming 3 
PER 3 
Aesthetics: Curry 4 
Passive Games: 2 
(Strip Poker 4) 


Cat 
AGL 6 
Athletics (With Style) 4 


INT 3 Dance (With Style) 4 


Computer Ops. 1 Stealth 4 
Language: Esperanto 2 DEX 3 
Trivia: Sports 3 Craft: Clothes 4 
(London Jets 5) STR 2 
WIL 3 PER 4 
Cool 3 Aesthetics: Fashion 4 
Resist 4 Awareness 4 
INIT 6 Seduction 2 
SHRUG 4 Social 2 
SAVE 7 INT 2 
Personality: Dumb Luck (2), Anthropology 2 
Unusual Talent: Belch (Cat 4) 
American States, Bad WIL 3 
Sense: Taste, Delusion: Cool 4 
Guitar God, Intolerance: Intimidation 2 
Talkie Toaster, Intolerance: (Look Big 4) 
Doug McClure, Phobia: Spi- INIT 10 
ders, Phobia: Snakes, SHRUG 3 
Phobia: Huge Slathering SAVE 5 


Laundry Hamper Monsters, 
Chirpy Optimism 


Personality: Acute Sense: 
Smell, Charisma, Gullibility, 
Moral Restriction: Must 

Never Be Unfash- 


Personal Appear- 
ance, Pet Peeve: 
Rimmer, Self-Con- 
versation, Cynicism 


ionable, Obsession: 


Arnold Rimmer 
AGL 4 
Dance 3 
(Morris 5) 

Self Defense 2 
Pilot: Auto 3 
DEX 4 
Instrument: Hammond 

Organ 4 

Repair 2 
STR 4 

Swimming 3 
PER 3 

Aesthetics: Art 1 

Aesthetics: Instrumental 

Music 3 

(Hammond Organ 5) 
Awareness 3 
Passive Games 2 
(Risk 4) 


INT 3 
Astronavigation 1 
Computer Ops 3 
Culinary Arts 2 
History 4 
Language: Esperanto 1 
Mathematics 4 
Trivia: History 3 

(Dictators 5) 

Trivia: Hammond Organ 
Music 4 
Trivia: 20th Century Tele- 
graph Poles 4 

WIL 2 

INIT 7 

SHRUG 3 

SAVE 6 

Personality: Smeghead, Delu- 
sion: Authority, Delusion: 
Persecution, Cowardice, 
Intolerance: Cat, Obsession: 
Anal Retentive, Obsession: 
Jealousy, Cynicism, Pet 

Peeve: Rastabilly Skank, Pet 

Peeve: Chirpy Optimism 


Red Dwarfs second series is a transition- 


from the somewhat narrowly constructed first 
4| series. There are exterior shots, models of 
other ships, even a "spicing up" of the drab 
gray interior sets — it's amazing how much a 
few cheesecake pin-ups and an inflatable 
banana can improve morale! The characters 
leave the ship for the first time, leading to the 
introduction of Blue Midget. Even Holly gets 
an upgraded graphics card allowing him to 
appear in full video resolution. For those of 
you keeping score: Holly's still male; Kryten 
appears only as a guest in the first episode 
before reappearing next season as a regular; 
and there are still plenty of episodes that arise 
out of the characters colliding with each other 
rather than from some outside event. This will 
still mean a fair bit of adaptation for use in a 
game setting, but the second series gives Als 
more to work with when strip-mining for ideas. 


KRYTEN 


Mission Profile 

Holly reports a signal from a crashed ship, the Nova 
5. The ship's service mechanoid, Kryten, begs the crew 
to rescue the Nova 5's three beautiful female survivors. 
This sends the boys into a frenzy of primping — the Cat 
even comes up with a spacesuit with cufflinks. But 
when they arrive at the Nova 5, Kryten turns out to have 
gone a bit dotty, and the women are centuries dead. 
They bring Kryten back to the ship, where Rimmer 
starts working him to death. Lister urges Kryten to rebel 
and become an individual, and with the help of some 
Marlon Brando and James Dean movies, he succeeds. 
Kryten takes Lister's space bike and heads off to seek 
his destiny. 


Bring It On 

Kryten offers a classic way to bring in a new char- 
acter. Of course at the end of Kryten the episode, 
Kryten the android leaves the ship and doesn't return 
until Series Ill. But you've got a better eye for opportu- 
nity than that. 

Start at the obvious beginning and report a distress 
signal. It shouldn't be too hard to get the crew to inves- 
tigate. If nothing else, they'll want to check to see if 
there's anything interesting aboard. But don't leave 
things at that. Tease the characters with promises of 
great reward. Someone or something aboard the 
derelict can communicate. This can be an android or 


other character you're planning to introduce, the ship's . 
Al, or even a recorded message. But promise them 
something. For all or mostly male crews, aS.on the) 
show, a trio of damsels in distress is just about perfect. 
But you know your players. Indeed, if there's some- 
thing they've been looking for, they may well come right, 
out and ask for it. "On our way. Say, you wouldn't hap- ‘ 
pen to have a Palladium-core nano-torque sequencing 
unit onboard, would you?" In this case the. correct 
answer is "yes." Or, better yet, "Certainly, we've got the 
Model 2 upgrade with the Planck scale microsensors 
and the dual-lifter camshafts." 


But when the players get there, their dreams are » 


ultimately dashed. In the episode, the women are long 
dead. In your case, the Palladium-core nano-torque 
sequencing unit is — quite obviously — a box of old cir- 
cuit boards and spare food dispenser parts. Now here's 
the important part: DO NOT ADMIT THIS. The funniest 
part of the episode is Kryten's dogged resistance to the 
idea that his charges died eons ago. 


“My god! Well, | was only away two minutes!” 
“They've been dead for centuries!” 

“Are you a doctor?” 

There are a couple reasons why the NPC (or new 


PC) might refuse to accept reality. Kryten was simply 
unable to come to terms with the loss of the humans he 
served and had honestly deluded himself into thinking 
they were still alive. Perhaps your character really 


al one. The show starts to open up a little bit — 
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believes what he’s saying. Or perhaps he’s stubbornly 
insisting that the Model 2 upgrade really did look like a 
“ box of‘old spare parts, because he’s afraid the crew will 
leave him behind if they don't find what they're looking 
for. Whatever the motivation, maintain your position in 
“the face of overwhelming factual evidence to the con- 
trary for as long as you possibly can. 
When you've had your fun with this, send them 
home with whatever they can scavenge from the 
derelict, and perhaps a new friend. Then it will be time 
for this new party member to find his place in the 
_Warped.social order of your ship. In Kryten's case, his 
personal issues dovetailed perfectly with Rimmer's, 
resulting in an orgy of cleaning, mending and decorat- 
ing untilLister put a stop to it. We're sure that, with your 
~ players to make them feel welcome, your new charac- 
ter will soon be wishing he'd just stayed put and 
disabled the emergency beacon. 


Nova 5 (RDRPG, page 81) 
Type: Nova-class scouting vessel 
Size: Large 
Crew: 3 (8, plus 1 
mechanoid) 
SPD 2 
MAN 2 
SHL 6 
HUL 25 
Weapons: None 


Kryten | 
AGL 3 
Pilot: Cycle 1 
Pilot: Transport 3 
| DEX 3 
Craft: Sewing 4 
Craft: Painting 4 
Instrument: Stringed 3 
STR 5 
Strength Feat 4 
PER 2 
Awareness 2 
INT 5 
Culinary Arts 6 
Language: All 5 
Life Sciences -1 
Medicine -2 
WIL 2 
Resist 1 
INIT 5 
SHRUG 4 
SAVE 7 
Personality: Acute Sense: 
Zoom Eyes, Moral Restric- 
tion: Asimov's Law (3), 
Obsession: Cleanliness (3), 
Obsession: Servitude (3), 
Fanaticism: Silicon Heaven 
(3), Fanaticism: Androids (2) 


Harley-Peugeot "Le Hog Cosmique" Space Bike 

The only successful result of the otherwise disastrous merger of Harley-Davidson & Peugeot, the space bike 
is used primarily for recreation. However it also provides personal transportation in-system and is used for things 
like courier duty in systems where solar interference prevents radio traffic. Little more than a rocket engine with a 
seat and big, shiny handlebars, the bike represents space travel stripped down to its bare bones. Should the rider 
need air, he'll have to bring his own. Similarly, communications and navigation equipment are the user's respon- 
sibility. The bike lacks a star drive and is not intended for interstellar travel unless you are very, very patient. On 
the upside, it is faster than anything else at sublight speeds, and can turn on a dime. Although the bike sports three 
sturdy wheels for ground-effect transportation, it is not recommended that pilots use the bike for an unprotected re- 
entry. The commercials always show it dancing confidently through insanely dangerous asteroid clusters. The 
"closed course, professional rider, for the love of God don't actually try this yourself" warning is in very small print... 

Skill: Pilot: Cycle 

Type: Space/Ground Motorcycle 

Size: Small 

Crew: 1 (2) 

SPD 5 

MAN 5 

SHL None 

HUL 4 

Weapons: None 


Mission Profile 
When a post pod from Earth finally catches up with 
Red Dwarf, the boys get a collection of goodies from 
home some three million years late. There are letters 
— including one from Rimmer's mother telling him his 
father is dead, whole seasons of zero-gee football, and 
the latest Total Immersion videogames. Rimmer, upset 
by the news about his father, joins Lister and the Cat in 
Better Than Life™, a game that detects the players' fan- 
tasies and fulfills them. At first everything is great, but 
turning Rimmer loose in a world that responds to his 
subconscious is, as the Dwarfers will learn over and 
over again, a very bad idea. Actually, just leaving him 
unsupervised anywhere for too long is a bad idea. 


Bring It On 

Better Than Life launches Red Dwarfs version of 
the holodeck, the Total Immersion (Artificial Reality) 
videogame. In theory, you can play the episode pretty 
much as it lies. But don't just rush straight for the Bet- 
ter Than Life™ disc. Particularly after the spartan, gray 
first series, the opening of the pod in Better Than Life 
feels like Christmas morning in the drive room. Imagine 
how your players' faces will light up as they tear into 
their own post pod full of goodies after a few sessions 
of going slowly mad in each others' company. 

And who's to say there can't be some nice presents 
for you too? Maybe there's a long-delayed letter that 
overturns everything one of your characters believes 
about his past. Not just "your father is dead," but some- 
thing along the lines of "we found you in the refrigerator 
when we moved into the house where you grew up, and 
raised you as our own." Maybe there's a robot clothes 
steamer that Flight Officer Leonard ordered online. It's 
been stuck in its box for three million years and boy is it 


pissed. Maybe there's something as simple as a 
chocolate bar — perfectly preserved, luscious milk 
chocolate with almonds and raisins. The kind of choco- 
late bar that dreams are made of, the kind the ship's 
been out of for millions of years. But only one. 

When you're done sowing the wind with the post 
pod, then you can reap the whirlwind with Better Be 
Life™. The characters will have fun for a while, but 
eventually their personality problems will start to get out 
of hand and everything will go to hell. It has to, and 
we'll tell you why. Better Than Life™ is Saturnalia, thes, 
old Roman festival that overturned the social order. 
Clothes were worn inside out; slaves sat at the banquet 
tables and were served by their masters. It's an Oedis 
pal thing at its roots. Like those Roman slaves, your 
players need to sublimate the natural urge to rebel 
against your authority. So they go into Better Thanh, 
Life™, where they can summon up a Jaguar, or Yvonne ‘ 
McGruder in a peephole bra, at a whim. Now they're 
running the show. 

It's something they need to do every so often, but » 
don't let them get used to it. They've got all kinds of 
personality flaws just waiting to bring down the perfect 
worlds they conjure up in Better Than Life™. All those 
liabilities and personality quirks they took thinking 
they'd be cheap points are now ready to be revealed in 
their true glory. Few things are as terrifying as a player 
in Better Than Life™ with a couple points in fanaticism 
or obsession/compulsion. It may all be golf and caviar 
vindaloo for a while but eventually, as in the episode, 
your players will end up buried up to their necks, 
slathered in jam and threatened by ants. They may like 
a taste of your power, but in the end, they're still play- 
ers. You're the Al. As it should be. 

Keep in mind that Better Than Life™ can be used 
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Miranda the Fish-Headed Girl- 
friend 
Not incredibly useful for an ongo- 
ing campaign, her stats are given 
just for the halibut. 
AGL 4 
Athletics 2 
(Water Polo 4) 
Dance 5 
(The Fish 7) 
DEX 3 
Instrument: Stringed 2 
(Bass 4) 
STR 2 (Not Particularly Mussel- 
Bound) 
Endurance 5 
(Drink Like a Fish 7) 
Swimming 5 
PER 5 
Aesthetics: Food 2 
(Chips 4) 
Awareness 2 
(Noticing Anything Fishy 4) 
Empathy 3 
Seduction 4 
Social 4 
INT 2 
Medicine 3 
(Sturgeon 5) 
Philosophy 3 (she's 
very deep) 
WIL 3 
Cool 4 
Resist 3 
(Bad Puns 5) 
INIT 9 
SHRUG 3 
SAVE 5 
Personality: Acute Sense: 
Herring, Charisma, 
Gullibility, Phobia: Malt 
Vinegar, Chirpy Optimism 


Yvonne McGruder (of Rim- 
mer's dreams) 
In reality, Yvonne 
McGruder was 
Red Dwarfs 
female boxing 
champion, and 
the only woman to 
ever have sex 
with Rimmer (she 
had a concussion 
at the time). As 
Rimmer recreates 
her in Better Than Life, she 
goes from sex kitten to harridan 
in no time flat. 
AGL 4 
Athletics 4 
Self Defense 4 
DEX 3 
Repair 3 
STR 4 
Endurance 3 
Strength Feat 4 
PER 3 
Security 4 
INT 3 
Computer Ops 3 
WIL 3 
Resist 2 
Intimidate 3 
INIT 8 
SHRUG 3 
SAVE 7 
Personality (initial): Ambidex- 
terity, Double-Jointed 3, 
Unusual Talent (the less 
said the better) 3 
Personality (24 hours later): 
Intolerance: Lower Back 
Pain 3, Moral Restriction: 
No Sex 3, Obsession/Com- 
pulsion: Sit Around All Day 
Going to Seed, Watching 
Soap Operas, Eating Little 
Cookies, Shrieking at the 
Children and Complaining 
That You Don't Love Me 
Anymore 3 


as an excuse for you, the Al, to try 
on another personality as 
the game's host character. 
Just imagine the cheesi- 
est, most plastic game 
show host from the 1970s 
(or maybe two or three of 
them rolled into one), and 
make with the leisure suit 
and creepy smile. 

And the end of Better 
Than Life provides the 
perfect object lesson for them. 
Lister, Rimmer and the Cat think 
they've ended the game, but in 
fact they haven't. Better Than 
Life™ can whip up a perfect re- 
creation of their ship just as easily 
as a seaside hotel. When they've 
messed things up until there's 
nothing to do but bail out and tear 
off the headsets, let them think 
they're back on the ship for a 
while. Maybe even have some- 
thing hugely significant seem to 
happen. Then smack them down 
hard with the scariest thing from 
their game. That's 
right, they're still in 
the game. Aieeece! 
Shock and_ horror! 
Only the cruelest Al 
would pull this trick 
on them twice in a 
row. Or three times. 
And four is right out. 


Outland Revenue Agent 
AGL 5 
Athletics 4 
Self Defense 5 
Stealth 4 
(Hiding in Unexpected Places 6) 
DEX 4 
STR 5 
Endurance 4 
Strength Feat 3 
(Breaking Bones 5) 
PER 4 
Aesthetics: Human Suffering 4 
Awareness 2 
INT 4 
Computer Ops 2 
History 2 
(Crime & Punishment 4) 
Mathematics 5 
(Money 7) 
Security 4 
Other: Tax Law 8 
WIL 5 
Cool 2 
Intimidation 5 
Resist 3 
INIT 9 
SHRUG 5 
SAVE 10 
Personality: Unusual Talent: Play O, 
Canada on Another Person's Knuck- 
les, Smeghead, Addiction: Pain & 
Suffering of Others (3) 


BTL Host 
AGL 2 
Dance 4 
DEX 2 
STR 4 
PER 4 
Aesthetics: Fantasies 4 
Empathy 8 
Social 5 
INT 6 
Anthropology 5 
Computer Ops 3 
Culinary Arts 7 
History 3 
Language: All 4 
Philosophy 4 
Trivia: Fantasies 5 
WIL 5 
Cool 5 
Resist 5 
INIT 6 
SHRUG 5 
SAVE 9 
Personality: Celebrity (2), 
Charisma, Courage, Materi- 
al Wealth (3), Unusual 
Talent: Fulfill Fantasies 


J 


Marilyn Monroe 
AGL 3 
Dance 3 
DEX 5 
STR 3 
Endurance 3 
PER 5 
Aesthetics: Fashion 6 
Empathy 4 
Seduction 6 
Social 6 
INT 3 
Trivia: Marilyn Monroe 8 
WIL 5 
Cool 5 
INIT 8 
SHRUG 4 
SAVE 8 
Personality: Celebrity (3), 
Charisma, Material Wealth 
(3), Gullibility 
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THANKS FOR THE MEMORY 


“Mission Profile 
After a drunken celebration of Rimmer's Deathday, 
the crew wakes up to find four days have mysteriously 
“passed, and Lister and the Cat have a broken foot 
each. They decide to solve the mystery by watching 
the ship's black box recording of the events. Trouble is, 
ts not.where it's supposed to be. They finally track it 
down and discover that they really didn't need to know. 
Feeling sorry for the lack of love in Rimmer's past, Lis- 
_Aer copied his memories of an affair with a girl named 
Lise Yates into Rimmer's memory. When Rimmer fig- 
ures it out, he's furious. They try to undo the whole 
thing, wipe their memories of the events, and bury the 


black box beneath a gravestone to Lise Yates — which 
Lister and the Cat manage to drop on their feet. 


_-Bring.It On 
Thanks for the Memory is a complicated episode 
that, like so many Red Dwarf episodes, depends on the 
particular quirks of the characters to fly so brilliantly. 
“ You can lift the general frame, but you'll have to come 
up with your own picture to put in it. It will require a cer- 
tain degree of trust on the part of your players too. 
“Essentially you're going to have them wake up one 
morning and realize that they've lost some period of 
time. Then, as they uncover what's happened, you'll 
“basically be telling them what they did during that miss- 
ing period. Some of your players may have a problem 
with that, particularly if you have them making what 
they think are bad decisions, or doing things they think 
their characters wouldn't do. 
On the other hand, if you can reveal the characters’ 
_factions in a weird situation and have the players laugh 
and agree that's what they would have done, this kind 
of story can be a lot of fun — though you probably 
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Neural Interface Helmet 
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shouldn't try it more than once. If you decide to go 
ahead with it, the way to build this kind of adventure is 
to basically run through it yourself from beginning to 
end as a kind of thought experiment. Imagine the char- 
acters confronted with a situation and then come up 
with the funniest course of action that makes sense for 
them. From there, just work things out to their logical 
conclusion and see where the chips have fallen. When 
the adventure begins, that's the situation they find 
themselves in. An awful smell throughout the ship, the 
humans all have a terrible skin rash, the hologram 
keeps involuntarily breaking into song, and it's Thurs- 
day despite the fact that when they went to bed it was 
Saturday night. 

Then the players take over, tracking down clues 
and unraveling what happened, gradually peeling away 
layers and working backward until they get to the root 
of the matter. It's a different kind of storytelling from 


The basic element that enables a wide range of brain/machine interface 
technologies, from total immersion video games to memory recorders, the 
neural interface helmet connects directly to the wearer's forebrain. It can 
read signals from the wearer's mind and send them to an attached piece of 
equipment, or work in the opposite direction, pumping information and sen- 
sory signals directly into the brain. Plus, it offers head protection should the 
user be in a bicycle accident while wearing it. Connected to a recording 
device, it can record dreams, memories, or conscious thoughts—basically 
anything that the wearer can summon up to the conscious level. It lacks the 


sensitivity to filter through subconscious thoughts, or thoughts the wearer is 
trying to suppress, making it a poor interrogation device. It should also be 
kept in mind that what is being recorded are the wearer's memory of an 
event, not what actually happened. 


their perspective, too. They're unraveling a mystery Paranoia, this shows that it's possible to read a per, 
rather than going on an adventure. Instead of con- son's thoughts and display them in full sound andvideo. » 


fronting situations directly, 
they're watching a_ story 
unfold as they track down its 
pieces. This suggests, by 
the way, that you should 
make this a little more 
involved than just finding the 
flight recorder. If your play- 
ers seem to be getting 
unruly, you can even throw 
in an obstacle between 
them and the clues they're 
tracking—perhaps some 
space traveler who, for rea- 
sons they haven't figured 
out yet, has a really serious 
bone to pick with them. 
Wholly apart from its 
plotline, Thanks for the 


For another, Lister pastes 
his recorded memories into 
Rimmer's simulation. pro- \ 
gram as quickly and easily 
as cutting and pasting text 
in a word processor. And) 
Rimmer accepts these 
memories unquestioningly 
at first, even though Lister, 
makes no effort at all to 
smooth out the rough 
edges and logical ‘conflicts, 
with Rimmer's own memo- » 
ries. In other words, your 
hologram characters are so. 
much clay in the hands of 
an unscrupulous or simply 
misguided character. Who 
knows how much of. what, 


» 


Memory establishes some incredibly useful things they remember was real and how much was folded into 
about memory and technology in the Red Dwarf uni- them electronically? In fact, if you want to really, really 
verse. Lister uses a memory reader in the hologram mess with a hologram character, start dropping hints) 
suite to display and record his memories of Lise Yates. that he was never really a living person at all but was 
For one thing, as was implied by the dream recorder _ entirely synthesized out of fake memories in the holo- 
mentioned but never seen in Series I's Confidence and gram suite. That ought to give him the willies. \ 


Useful Bits 


The following bits of gear also appear in Thanks for the 


» 
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Memory. Details can be found for each within the pages of Red 


Dwarf — The Roleplaying Game. 


Hologrammic Projection Box, page 58 
Hologrammic Projection Cage, page 59 


Light Bee, page 59 
Black Box Recorder, page 65 
Dream Recorder, page 62 


SCABBY Catalog Update: Homing Device 

Have you misplaced your Snooper XL-7000 Black Box Recorder, 
or the ship in which it was installed? Or the crew who installed it? No 
problem! The HD-3500 Homing Device is an in-dash sensor that helps 
you find any specific electronic or DNA signature within one light year! 
Just turn it on and point your ship in any direction—you'll find what 
you're looking for... eventually! 

Reality Check: The homing device gives a bonus of +2 Comput- 
er Ops skill when tracking lost personnel or electronics. 


CAT: What is it? 

RIMMER: It's a rent in the space-time contin- 
uum. 

CAT: What is it? 

LISTER: The stasis room freezes time, you 
know, makes time stand still. So whenev- 
er you have a leak, it must preserve 
whatever it's leaked into, and it's leaked 
into this room. 

CAT: What is it? 

RIMMER: It's singularity, a point in the uni- 
verse where the normal laws of space and 
time don't apply. 

CAT: What is it? 

LISTER: It's a hole back into the past. 

CAT: Oh, a magic door! Well, why didn't you 
say? 


SERIES Ii 


STASIS LEAK 


Mission Profile 

A photo of himself marrying Kochanski convinces 
Lister that he is destined to find a way to travel back in 
time. A re-examination of events that Rimmer had 
passed off as hallucinations three million years ago 
points to a stasis leak on deck 16, a portal back to the 
Red Dwarf three weeks before its fatal accident. While 
Lister tries to marry Kochanski and the Cat generally 
goes berserk, Rimmer tries to convince his former self 
to go into stasis so he can survive the accident. Once 
again, Red Dwarf shows us that, when messing around 
with time travel, it's really easy to completely misread 
the clues. 


Bring It On 

Time travel is a Red Dwarf staple, a launching point 
for dozens of different possible storylines, and Stasis 
Leak provides one of the easier ways of playing around 


with it. A stasis leak (a leak in stasis, hence the name) 
provides a simple one-way gateway to a point in the 
past. The characters can go through it, but can't bring 
anything back (as evidenced by Lister's experimental 
bar of soap, which ends up as a handful of powder). If 
you want to be nice to the players, you can assume all 
that time they've skipped instantly catches up with 
things that come forward. For some objects, that might 
not be a problem. Alternately, you can rule that the 
space-time shock disrupts any object at the subatomic 
level and is utterly destroyed. Either way, it's not a 
good way to bring new characters into the game unless 
you let Rimmer's "put them in stasis then and bring 
them out now" trick actually work. 


On the other hand, it might have provided a way for 
Lister to escape his three million-year odyssey entirely. 
Lister was lured back to the future by the prospect of 
ultimately ending up with Kochanski, but your charac- 
ters might try to simply check into the Ganymede 
Holiday Inn and let the ship leave without them, or oth- 
erwise escape into the past. They skip the accident, 
the three million years in stasis — and your entire game 
— and they're basically home. Unless you feel like 
running a more traditional near future SF campaign, 
have them rounded up, bundled back to Red Dwarf 
where they're charged with desertion and stuck in the 
brig while the clock ticks down to that fatal radiation 
incident. That ought to motivate them to escape back 
through the stasis leak to your game. 

This isn't to say that clever players won't come up 
with ways to put a stasis leak to good use. Oh, yes. 
They will. One of the more obvious is manipulating the 
past to their later (much later) benefit. Assume that 
they can't actually change the timeline — no warning 
the Captain and avoiding the radiation accident — but 
if it hasn't been established that something didn't hap- 
pen at some particular time, who's to say it wasn't part 
of the timeline all along? Need a new set of hydrocar- 
bon microfilters to get that horrible smell out of the air, 
but nobody's seen one of those for three million years? 
Just pop back through that handy stasis leak, pick one 
up at the Ganymede Radio Shack, and stash it behind 
that bulkhead over there. Assuming nobody comes 
along and finds it in the meantime, and you can never 
count on that, it should be there waiting. 

And if it works with goodies, why not people? 
Could Lister's plan to rescue Kochanski (or Rimmer's 
plan to save himself) actually work? Sure, why not, but 
beware of the cosmic principle of static shortfall. 
Expressed mathematically, this states that X =PC+R 
- 1, where X is the number of available stasis booths, 
PC is the number of PCs who have already ridden into 
the present in one of those booths, and R is the num- 
ber of people various players want to rescue with them. 
In other words, there's always one less stasis booth 
than you need. Like musical chairs, this is conflict just 
waiting to explode. Watch your players argue, scheme 
and cajole to get their person of choice into one of 
those booths. Watch them try to talk the human char- 
acters into giving up their own booths, presumably 
winking out of the timeline forever, so they can put 
someone else in them. All you have to do is keep track 
of the damage. 


From the software houses of Mars and var- 
ious third world sweatshop factories comes 
self-aware, mobile luggage for the discriminat- 
ing traveler. Luggage that carries itself 
(maximum speed: 10 kph, range before 


recharge: 150 kilometers) so you don't have to. 
Luggage smart enough to calculate foreign cur- 
rency and work out tipping percentages for you. 
Luggage capable of getting you a cab, ordering 
a meal, or asking directions to the post office in 
any language, anywhere. Luggage that loses 
itself, but blames you. Luggage that can start a 
fight in any bar in the solar system. Luggage 
that knows just what you did on your vacation, 
and will talk for a price. 


Martian Tourister — Always Too 
Good to be True! 


Mission Profile 
A After a meteor impact in the hologram projection 
suite causes Rimmer to go haywire, and Holly's instruc- is 
tions on how to put out the fire and reset the equipment a Se” 
nearly gets Lister electrocuted, everyone has had ce 
A about enough of Holly. Enter Queeg 500, the ship's no- 
nonsense backup Al. Queeg's attention to the finer 
details of Space Corps regulations soon makes every- 
Aone miserable, and the crew longs for the return of 
Holly, now demoted to night watchman. Holly chal- 
pis Queeg for control of the ship and loses. He is 
rasedafter emotional good-byes — only to reveal that 
the whole thing was a gag. Having seen how much 
worse things could be, the crew's appreciation of Holly 
_AS restored. 
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CAT: Aw, look at my hands! | had lovely hands! 

LISTER: Well, wear the smegging gloves! 

CAT: Marigold with blue? Are you crazy? How 
long do we have to do this for, anyway? 

LISTER: We've only been doing it ten minutes! 

CAT: Ten minutes too long. 

LISTER: We've got to do it all day. 

CAT: What!?! All day? The whole entire day? 
What about naps? I'ma cat: | need some 
naps. If | don't nap nine or ten times a day, 
| don't have enough energy for my main 
snooze. 


_Bring It On 

For the Al, Queeg is perhaps the most important 
episode in the Red Dwarf canon. It's an object lesson 
for players who fail to appreciate all the hard work you 

“do and the nonsense you put up with from them on an 
ongoing basis. The lesson is, quite simply, appreciate 
what you've got because basically I'm fantastic. And 
more to the point, you could do worse. A whole lot 
worse. 

It would be nice if your players were thoughtful 
enough to figure this out on their own. "Boy, old Hol 
sure saved our worthless butts that time," they might 
say — filling in your name if you're not going by Holly. 
But that's not the way players work. Sooner or later, 
they'll turn on you. That's when you show them just 
how bad things could really be (or, just keep it in mind 
and hit them when they've stopped expecting it). 


RED DWARF SERIES SOURCEBOOK 


Suddenly, instead of their familiar, fun-loving, out- 
going Al, present them with a brutal killing machine of 
an Al. Make them call you sir. Refuse to tell them 
what's happening because they aren't cleared to know. 
Don't tell them whether their die rolls succeed unless 
they bring you snacks. 

You'll have trouble with players who've seen the 
episode before. They won't believe it when your alter- 
nate personality emerges and starts causing trouble. 
They'll wait for you to admit it's all been a big joke. On 
the other hand, if you put them through a month of strict 
discipline and bad food, and they just say, "it's a put-on, 
you'll see. Another day of this and he'll take off that 
mask and we'll all have a laugh," and then go back to 
scrubbing the decks with a 
toothbrush, then who's one- 
upped whom? 

You can also take out 
individual pieces of the sto- 
ryline and use them in ways 
that make it harder for your 
characters to insist that 
you're kidding. You can 
have the backup Al take 
control of some ship sys- 
tems but not others. For 
example, everything works 
as it should except the 
movie theater, which sud- 
denly shows only Space 
Corps training films like 
Lunar Gonorrhea and You. 
Then, have the alternate Al 
gradually take over more 
and more systems to ratch- 
et up the pressure. A nice 


up computer. 


QUEEG: I'm QUEEG 500, the Red Dwarf back- 
All vessels of the Jupiter 
Mining Corporation fleet are obliged to 
carry a back-up computer to replace the pri- 
mary computer, if the primary computer 
contravenes Article Five. 
assuming control of this vessel. 


choice is drive and navigation control. When the play- > 
ers leave the ship for some adventure, put them on the 
clock; the ship won't stop to wait for them, so. if they 

take too long, they won't be able to catch up with it. > 
This tactic works better if you're occasionally caught 
arguing with yourself in alternating voices—"I didn't 


break the water recycler, you did." "What? | never!" » 


"You sabotaged it so no one could take a bath and 
they'd blame me." "You're crazy!" "No, you are!" 
Eventually your players will feel the need to.set all 
this right. Since this isn't the joke they thought it was 
(oh no, not at all...) the solution will probably involve 
something out of 2001: A Space Odyssey, with the play-\, 
ers crawling around inside the computer core trying to 
replace modules while half of 
the ship's security systems 
try to kill them. Of course, > 
you'll have to talk the players 
through it, since this is all well 
beyond their skills. If you 
want to really put the screws 
to them, have the "bad" Al 
start masquerading as the 
"good" one. "Okay, now plug 
in the blue cable." "It's a 


| am therefore 


trick, use the red one!" 
"Blue!" "Red!" 
Once they've been 


through all that, they ought 
to have a little more 
respect. For a while any- 
way. But eventually, you'll 
have to run Queeg 2: The 
Revenge. 
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Mission Profile 


TA Holly reports completion of his masterpiece, the 


Holly Hop Drive. While the crew is a bit dubious, Holly 
insists that the drive can transport Red Dwarf anywhere 
in the universe instantly. They fire it up and take off for 


“arth. But apparently the Holly Hop Drive isn't quite 


ready for the field. The ship ends up in a parallel uni- 
verse, alongside another Red Dwarf crewed by female 


4versions of Holly, Lister and Rimmer. The Cat's coun- 


terpart turns out to be a male Dog, much to the Cat's 
ries While waiting for Holly and the other Al, Hilly, 
0 finish repairing the drive (and making out), the group 
hangs out at the ship's disco. Much drinking ensues 
and, the next morning, the Listers wake up in bed 


_Aogether. Male Lister can live with this, until he finds out 


that, in this universe, it's the men who bear the children. 
Worse, once the crew gets back to their own universe, 
ister finds out that he's pregnant! 


“ Bring It On 


Parallel Universe is a huge, goody-stuffed Christ- 
mas sack. Anything can happen there. Anything can 
have happened there, which is even better. Lose a 
favorite character? A parallel universe where they did- 
n't die could offer a way to get them back, or at least 
someone more or less indistinguishable from them. 
Plus, you can explore an enormous range of alternate 
histories. If Ringo really had been the talent behind the 
Beatles, how might things on Red Dwarf have turned 
out three million years later? Okay, they'd be exactly 
the same; you'll probably want to come up with differ- 
ences a little closer to home. For example, what if Red 
Dwarf weren't a mining ship but a battleship, or a luxu- 
ry liner? 


PARALLEL UNIVERSE 


Yes, the alternate universe offers an endless range 
of possibilities. There's an infinite number of china 
shops out there for your bullish players to rampage 
through, and the Holly Hop Drive offers pushbutton 
access to them (true, they can't choose where they're 
going, but you can). If you're feeling especially per- 
verse, you can take the episode as written and confront 
the players with their trans-gendered alternate selves. 
These alternate versions are identical to the party — 
same stats, same skills, same personality quirks — so 
of course they'll immediately drive each other crazy. 
But beyond simply duplicating them, this option adds 
the creepy, yet oddly tantalizing aspect of steamy self- 
exploration, especially for characters as sex-starved as 
yours should be. 

As in the episode itself, that brings up the possibil- 
ity of unintended pregnancy. In this particular alternate 
universe, male characters can indeed become preg- 
nant. One lesson is that, when in an alternate universe, 
its rules apply — even if those rules make no sense 
back home. Lister can become pregnant in that uni- 
verse, and so can your characters. 


The Holly Hop Drive 

This deceptively simple starship drive is little 
more than a box with clearly labeled "Start" and 
"Stop" buttons. As Holly says, "it's pretty straight- 
forward." However, the drive doesn't do what it 
was supposed to do: teleport the ship instantly to 
any point in the universe. Instead, pressing the 
"Start" button translates the ship into a random 
parallel universe. There is no way to predict or 
control what universe the drive takes you to. For- 
tunately, it is capable of detecting the space-time 
disruption created by crossing into the new uni- 
verse and locking in on that particular universe. 
This means it is capable of returning the ship to the 
universe it came from, but only for about 24 hours 
after the initial crossing. After that, the lock is lost 
and activating the drive will just send the ship to 
another random universe. If this should ever hap- 
pen, the odds of the lost characters ever finding 
their way back to their home universe are about as 
remote as Lister changing his underpants. 


But then what? The episode ties into events in » 


the first series (Future Echoes) that established that 
Lister would, at some point, have twin sons name 


ve 


Jim and Bexley. It was noted at the time that, in a 


universe without any women, the explanation for this 
would have to be pretty interesting — but the idea 


that Lister would give birth to them himself was prob-\ 


ably pretty far down most viewers' lists of possible 
explanations. 

The episode ends with the pregnancy test and) 
by the time the story picks up again in Series It, the 
boys have already been born and conveniently shuf- 
fled off to the alternate universe to live with thein, 


female father. You could follow suit. Or you could \ 


not let your players off so easily. 

Red Dwarf is hardly an ideal environment fo 
children, and your characters are hardly ideal par- 
ents. Face it; they can barely take care of 
themselves. So if you're really going to take this sto- 
ryline to its logical conclusion, you'd best play it for 
comedy — think Three Men and a Baby, except 
more like One Man, a Hologram, a Cat and a Cou- 
ple of Alternate Universe Mutant Babies. And it's a 
joke that will get old eventually. After a few adven- 
tures laced with the terror of dirty nappies and trying 
to get them to sleep, you might want to offer a way 
out that doesn't kill the babies off or something simi- 
larly traumatic. Maybe a brush with a time 
compression field ages them to instant adulthood 
and they take a ship and go off to explore the uni- 
verse. Just make sure they're back by midnight and 
remember to refill the Cadmium-12 in Starbug's 
engine core. 


“ 


\ 
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AO 5: 2 LT eee 


Deb Lister 
AGL 3 
Pilot: Cycle 3 
Pilot: Auto 3 
Pilot: Transport 2 
DEX 4 
Active Games: Pub 3 
(Pool 5) 
Instrument: Guitar -1 
Repair 4 
STR 4 
Strength Feat 2 
Swimming 3 
PER 3 
Aesthetics: Curry 4 
Passive Games: 2 
(Strip Poker 4) 
INT 3 
Computer Ops. 1 
Language: Esperanto 2 
Trivia: Sports 3 
(London Jets 5) 
WIL 3 
Cool 3 
Resist 4 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Dumb Luck (2), 


States (3), Bad Sense: Taste, 


bia: Snakes, Phobia: Huge 


sters, Chirpy Optimism 


Unusual Talent: Belch American 
Delusion: Guitar God, Intolerance: 
Talkie Toaster, Intolerance: Doug 
McClure, Phobia: Spiders, Pho- 


Slathering Laundry Hamper Mon- 


Dog 
AGL 3 

Athletics 4 

(Fetch 6) 
Dance 2 
(Moshing 4) 

Self Defense 4 
DEX 3 

Repair 4 
STR 6 

Strength Feat 2 
PER 4 

Aesthetics: Backsides 5 

Awareness 4 

Empathy 4 

Social 1 
INT 2 
WIL 2 

Cool 5 

Intimidation 5 

Resist 3 
INIT 7 
SHRUG 4 
SAVE 8 
Personality: Acute Sense: 
Smell, Gullibility, Phobia: 
Monophobia, Chirpy Optimism, 
Fidgeting, Pet Peeve: B-A-T-H, 
Ritual: Always Turns 
Round Twice Before 
Settling Down to 
Bed 


Arlene Rimmer 
AGL 4 
Athletics 1 
Dance 3 
(Morris 5) 
Self Defense 2 
Pilot: Auto 3 
DEX 4 
Instrument: Hammond 
Organ 4 
Repair 3 
STR 4 
Swimming 3 
PER 3 
Aesthetics: Art 1 
Aesthetics: Instrumental 
Music 4 
(Hammond Organ 6) 
Awareness 3 
Passive Games 2 
(Risk 4) 


INT 3 
Astronavigation 1 
Computer Ops 3 
Culinary Arts 2 
History 4 
Language: Esperanto 1 
Mathematics 4 
Trivia: History 3 

(Dictators 5) 
Trivia: Hammond Organ 
Music 4 
Trivia: 20th Century Tele- 
graph Poles 4 

WIL 2 

INIT 7 

SHRUG 3 

SAVE 6 

Personality: Smeghead, Delu- 

sion: Authority, Delusion: 

Persecution, Cowardice, Intol- 

erance: Cat, Obsession: Anal 

Retentive, Obsession: Jeal- 

ousy, Cynicism, Pet Peeve: 

Rastabilly Skank, Pet Peeve: 

Chirpy Optimism 


Dave Lister 
AGL 3 
Pilot: Cycle 3 
Pilot: Auto 3 
Pilot: Transport 2 
DEX 4 
Active Games: Pub 3 
(Pool 5) 
Instrument: Guitar -1 
Repair 4 
STR 4 
Strength Feat 2 
Swimming 3 
PER 3 
Aesthetics: Curry 4 
Passive Games: 2 
(Strip Poker 4) 
INT 3 
Computer Ops. 1 
Language: Esperanto 2 
Trivia: Sports 3 
(London Jets 5) 
WIL 3 
Cool 3 
Resist 4 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Dumb Luck (2), 
Unusual Talent: Belch 
American States (3), Bad 
Sense: Taste, Delusion: 
Guitar God, Intolerance: 
Talkie Toaster, Intolerance: 


ders, Phobia: Snakes, 
Phobia: Huge Slathering 


Chirpy Optimism 


Doug McClure, Phobia: Spi- 


Laundry Hamper Monsters, 


Cat 
AGL 6 
Athletics (With Style) 4 
Dance (With Style) 5 
Pilot: Transport (With Style) 1 
Stealth 4 
DEX 3 
Craft: Clothes 4 
STR 2 
PER 4 
Aesthetics: Fashion 5 
Awareness 4 


Seduction 2 
Social 2 
INT 2 
Anthropology 2 
(Cat 4) 
WIL 3 
Cool 4 
Intimidation 2 
(Look Big 4) 
INIT 10 
SHRUG 3 
SAVE 5 


Personality: Acute Sense: 
Smell, Charisma, Gullibility, 
Moral Restriction: Must 
Never Be Unfashionable, 
Obsession: Personal 
Appearance, Pet 
Peeve: Rimmer, 
Self-Conversation, 
Cynicism 


Arnold Rimmer 
AGL 4 
Athletics 1 
Dance 3 

(Morris 5) 
Self Defense 2 
Pilot: Auto 3 


DEX 4 
Instrument: Hammond 
Organ 4 
Repair 3 
STR 4 
Swimming 3 
PER 3 
Aesthetics: Art 1 
Aesthetics: Instrumental 
Music 4 
(Hammond Organ 6) 
Awareness 3 
Passive Games 2 
(Risk 4) 
INT 3 
Astronavigation 1 
Computer Ops 3 
Culinary Arts 2 
History 4 
Language: Esperanto 1 
Mathematics 4 
Trivia: History 3 
(Dictators 5) 
Trivia: Hammond Organ 
Music 4 
Trivia: 20th Century Tele- 
graph Poles 4 
WIL 2 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Smeghead, Delu- 
sion: Authority, Delusion: 
Persecution, Cowardice, 
Intolerance: Cat, Obsession: 
Anal Retentive, Obsession: 
Jealousy, Cynicism, Pet 
Peeve: Rastabilly Skank, 
Pet Peeve: Chirpy Optimism 


A 


ll | 
SEASON TICKETS 
ON SALE NOW! 


While there isn't a major plot arc running |F====s 
throughout the whole of Series Ill, each 
episode involves the characters overcoming 
some fundamental change in their individual 
worldviews, as well as dealing with outright 
insanity. Backwards examines being stranded 
on an Earth that is both very familiar and utter- 
ly alien. Marooned handles important 
questions involving the struggle to survive— 
can you keep your morals, or do you become 
a total smeghead? Polymorph looks at how 
| important our negative emotions are to us. 
Bodyswap shows us the dangers of becoming 
au) addicted (in this case, to being alive again). 
S| Timeslides examines the repercussions of 
going back and changing your own life. Final- 
ly, The Last Day tackles religious dogma over 
living life to the fullest. But don't let all of this 
highbrow examination ruin your fun—the crew 
can have deep, philosophical dilemmas while 
still kicking a mutant in the stones and down- 
ing a pint of rettib. 


BACKWARDS 


Mission Profile sort it all out can drive even an experienced Al(more) ‘ 
Rimmer attempts to teach Kryten how to pilot Star- insane, so the best way to deal with the issue is just 
bug 1, but during the lesson they end up accidentally ignore it. Do what seems appropriate at the time, and 
flying into a time hole. They land on Earth, but it's an _ let logic take a flying leap at a tunod gnillor. NX 
Earth where time runs backwards. Lister and the Cat Description and pacing are important when running 


follow in Starbug 2 to rescue them, only to find that Rim- | @ Backwards session. As in the episode, you should try 
mer and Kryten want to stay and work as novelty to land the crew in a deserted area, SO they don't notice, 


entertainers. anything unusual right away. Then slowly start drop- 
: ping various descriptive cues to let the crew know that 
Bring It On something is not right. Written words can be amusing» 


Backwards works on a basic plot — stick the crew ly cryptic (like "Enoz Gnikrap On", instead of "No » 
into one of the smaller ships (like the Starbug), toss a 
time hole at them, and send them to Backwards Earth 
(on which more information can be found in Red Dwarf 
— The Roleplaying Game, pages 99-101). Hilarity 
should promptly ensue. However, it's not that simple for 
you to actually present the scenario to the players. 
There are a lot of factors to take into consideration 
when running a Backwards game (as opposed to a 
backwards game, where the Al plays the entire crew 
and all of the players try to run the game — we don't 
recommend that one). 

Firstly, you shouldn't worry about the reverse 
causality of the world. This is a comedy sci-fi game 
after all, so you should focus on what is entertaining to 
the players, tossing reason and logic out of a conve- 
niently placed window when it interferes with the fun of 
the game. Backwards sometimes has effect before 
cause and sometimes cause before effect, and trying to 


Parking Zone"), but other clues will increase their sense 
of unease: a man inhaling smoke before blowing it back 


“into his cigarette, un-eating a pastry and a cup of tea, 


taking money from a street musician, and getting a tip 
from a cabbie are all great visual images to use. 

Doing normally simple tasks can also be a big chal- 
lenge. There are lots of things that are very hard to do 
in a backwards universe, such as running backwards, 


_Griving in reverse, or trying to suck the bullets out of a 


person at range. Most every task will probably have a 
-2 or -3 modifier to it, even if it normally wouldn't require 


_€ roll at_all, but some things you can rule are just impos- 


' sible to do (such as trying to talk backwards, if you're 


not a mechanical of some type). 
Damage also works in reverse — in Backwards, 


“Lister Starts off with a sore back, some cracked ribs and 


\ 


a black eye, but when he gets into a reverse barroom 
brawl, he ends up feeling better. If you expect the crew 


‘will be*getting into a fight, you should give them a few 


wounds and really let them know how they are sudden- 
ly in terrible pain. When they actually get to the 


“un-rumble, you should wax poetic about how the char- 


acters can feel the shards of the Newcastle Brown 
bottle pulling out of their faces — every time a hit goes 


J Over a character's SHRUG, the player should erase one 
~ wound from his character's Current Medical Condition. 


This is a great time to use the Al Screen — you can hide 


_dice rolls in order to fudge the fight to make sure the 


“ crew heals back the right amount of wounds. If that 


doesn't work, a large rock might suddenly rise off of 
them, healing the rest of that nasty crushing damage 


“they didn't notice before. 


What happened between Series II 
and Series III? 

A lot of things happened between Parallel Uni- 
verse and Backwards. It's all explained before 
the opening credits of Backwards, but the 
words speed by very quickly, making it bloody 
impossible to read. So, here's the entirety of 
the story — aren't you glad you bought the 
book now? 


The Story So Far... 
Three million years in the future, Dave Lister, 
the last human being alive, discovers he is 
pregnant after a liaison with his female self in 
a parallel universe. His pregnancy concludes 
with the successful delivery of twin boys, Jim 
and Bexley. However, because the boys were 
conceived in another universe, with different 
physical laws, they suffer from highly acceler- 
ated growth rates and are both eighteen years 
old within three days of being born. In order to 
save their lives, Lister returns them to the uni- 
verse of their origin, where they are reunited 
with their father (a woman), and are able to 
lead comparatively normal lives. Well, as nor- 
mal as you can be if you've been born in a 
parallel universe and your father's a woman 
and your mother's a man and you're eighteen 
years old three days after your birth. Shortly 
afterward, Kryten, the service mechanoid, 
who had left the ship after being rescued from 
his own crashed vessel, the Nova 5, is found 
in pieces after his space bike 
crashed into an asteroid. Lister 
rebuilds the 'noid, but is unable to 
recapture his former personality. 
Meanwhile, Holly, the increasingly 
erratic computer, performs a head 
sex change operation on himself. 
He bases his new face on Hilly, a 
female computer with whom he'd 
once fallen madly in love. 


And now the saga continuums. 


AND NOW THE 
SAGA CONTINUUMS... 


MAROONED 


Mission Profile 

Red Dwarf is on a collision course with an 
entire field of black holes, and the crew aban- 
dons ship while Holly pilots through the 
obstacle. Lister and Rimmer are in Starbug 
when it's hit by a meteor, and ends up) ¢: 4» 
doing a face-plant in a glacier on an arctic +; 
moon. Lister starts to snap as hunger 4% 
and hypothermia set in, and after he is 
forced to eat dog food (since the Pot Noo- 
dle is just too nauseating a prospect), he and 
Rimmer get into an argument about which of 
their prized possessions to burn for warmth. 


Bring It On 

No strange lifeforms or time-bending adventures 
this time around — Marooned is a simple episode with 
a simple premise: come up with ways to keep alive in 
desperate conditions. This episode is a great opportu- 
nity for lots of intense roleplay, allowing the Al to sit 
back and let the players entertain him for a while! 
Those noisy gits are always clamoring like a Chinese 
New Year parade, driving you mad with their "tell us a 
story!" and "entertain us!" and "take it all off!" — make 
those bastards work for once! 

While you can use the basic premise of Marooned 
and crash the crew onto an arctic moon to freeze their 
nibbly bits off until help arrives, you can also use a num- 
ber of completely different environments to achieve 
similar goals. The main things you need to make it 
work are near-total isolation, a very limited supply of 
essentials (such as food, water, heat, or medical sup- 
plies), and some very hard decisions. Here are some 
examples to kick-start your imagination: 


e Power Failure: A routine trip to somewhere off of 
the Red Dwarf, in either the Starbug or Blue Midget, 
goes awry as the little ship mysteriously and com- 

pletely loses its star drive and 
main power. The backup 
power will last for a while 

as they float aimlessly in 

g ~. space, but at some 

a ~, point, the decision 
be needs to be made 


cad between the 


ship's life 


support and the hologram. Remember Space 
Corps Directive 195: "In an emergency power sit- 
uation, a hologramatic crew member must lay, 
down his life in order that the living crewmem- » 
bers might survive." 


e Missing Captors: The crew is caps 
tured by an enemy that spontaneously 
vanishes, such as a group of 
renegade wax droids that melt, 
a tribe of GELFs that get hit 
with a mutated GELF-eating 
virus, or maybe a crew of 
mechanoids that all expire at the exact 
same moment (should have checked the warranty 
on those). The crew needs to escape their prison 
and discover the reasons behind the mysterious\, 
genocide. i: 


Plugged In: Somehow, the entire crew have been 
plugged into a corrupt copy of Better Than.Life™\ 
that won't allow them to leave (didn't we just tell you 
to check the warranty?). Their bodies waste away 
without food and water while their minds\race toy 
find a way to escape a perfect paradise. ‘ 


Arctic Gear 

Starbug comes with up to four suits of arc- 
tic climbing gear, in case of emergency 
crash landings on desolate arctic moons. 
Using arctic gear gives the user a +2 to 
SAVE against hypothermia, and to +2 to 
Climb for... well, climbing. 


Sigma Fourteen D 


ably got a bit of sand on it, too. 


Is it time to drink my urine yet? 

The crew will feel the effects of lack of food 
and water the next morning, and it won't just 
be a bit of a hangover and a traffic cone. As 
they go without essentials, they have to make 
SAVE checks at regular intervals to avoid tak- 
ing a wound. Humans and humanoids need to 
make a SAVE check every twelve hours with- 
out water (or with minimal water in extreme 
heat conditions), and every three days without 
food. They should roll every half hour they are 
exposed to extreme cold to avoid hypother- 
mia, and every three seconds (or combat 
round) to survive open space without a space 
suit. Mechanoids and holograms will eventu- 
ally exhaust their power reserves before they 
have to shut down, but the Al can approximate 
the slow rundown as if the non-human were 
going without food, with the "wounds" acting 
as accumulating glitches and shorts. 


A small desert moon, Sigma Fourteen D is apparently good for a 
rendezvous point, and is nowhere near any black holes. It's prob- 


Camphor Wood 

Items made of the rare and expensive camphor wood 
are ten times as valuable as items made from other 
kinds of wood. Somewhere in the universe, there 
might be entire cultures that have camphor-based 
economies, but it's not bloody likely. 


carnage... er, advantage for last left the rapuiy NN 
the story. Does the pilot snoke? Make the polymorph Player: Smeg! oe an 
turn into a packet of ciggies in his shirt pocket. Or Awareness check to break through its Con! 
maybe it turns into an exact replica of one of the After all, a polymorph can appear as literally any-\ 
favorite suits of the resident felis sapiens. The Al thing, and how well do your crewmembers really know 
their own inflatable beach toys? Or electronic devices? 
Or friends? Or underpants? If you just get the ball by 
creating a creepy and tense atmosphere, they'll soon 
be trying to see through that pesky vending machine's 
illusory disguise, or blasting holes in that crafty janitori= 

al bucket. Then, when they are starting to question 
their own paranoia, hit 'em from the side... 


Player: "I'm gonna draw my sidearm and prod the 
naked mannequin standing suspiciously in the cen- 
ter of the corridor." 

Al: "Well, you'd like to do that, except that the sidearm 
you're holding is in fact the fleshy neck of an angry 
Polymorph." 

Player: "Why didn't | notice??" 


POLYMORPH 

Mission Profile 

A small, slobbery genetic mutant from a drifting 
space pod gets loose aboard the Red Dwarf. The = : ¢ 
mutant feeds off the human psyche and seeks out "the ¥ - a 
deranged, the unbalanced and the emotionally crip- : a | 
pled" to get its particular emotion du jour. Each wa “ 
crewmember loses one negative emotion to the crea- “i o a” ne a 
ture and they desperately try to pull themselves ‘A hi”, "IVE = 
together to bring this menace to an end. ‘= ¥ CHE 
Bring It On >. ws = 

Polymorph is, in many ways, the opposite of ‘i wad y 
Marooned in regards to play style — it's a great big bar ; 
brawl of an episode, with loads of funny bits when the should get the polymorph close to each crewmember, » 
crew get their emotions slurped out by a genetic and get him alone — all the better to slurp up the latest 
mutant. Lots of neat toys show up in this episode, but emotion on the menu. \ 
it's really all about doing silly things and toting around As soon as a player has to make an opposed 
big guns to obliterate the focus of this episode, whichis Awareness check against the Polymorph's Con, 
the polymorph (hence the though, he's going to know. 
name — clever, huh?). ie \ Vi ey \ something is up. Tox.avoid \ 

While tossing down with »’ j= r this, we heartily advocate a 
a small rabbit-sized mutant ya - = program of misdirection. Do 
by shoving a bazookoid . = not mandate skill \checks\ 
down its maw might be fun wy a only in the presence of the ~ 
in its own way, the Al should » . polymorph. With the height- 
consider how much more > 5. ened fear level among the, 
fun it would be to try to snag . ' crew, you might want to start » 
an emotion from each char- , ti, : leading them in their own , 
acter first. This is a great om paranoia... \ 
time for the Al to dig into ~ ‘ \ 
those character aston ; — A “Thal, inflatable» Degg 
and turn them to maximum ee P “a : ball wasn't there Wwhamas 


—_—d 
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/Al: "That's a really good question to contemplate as 
you're having your sexual inhibitions sucked out 
through your frontal lobes." 

/Playery "Smeg... er, heeeey good-lookin’. 
have you been hiding away all this time?" 


Where 
A 


Once the crew is one down in the emotion depart- 
ment, they're probably going to want those suckers 
back.“ Luckily, if the emotions aren't fully digested, sim- 
ply spraying the polymorph's organs all over the hold 
with a liberal application of a bazookoid will release the 

“ emotions into the air supply for automatic reabsorbtion 
(emotions will seek out their former owners' brain pat- 
terns, usually reabsorbing within a few seconds). 

4€xtracting fully digested emotions from the dead poly- 
morph's DNA strands is a bit more complex and time 
consuming, requiring a Medicine check at -2. 

 Asvan alternative, this might also be a good oppor- 
tunity for you to work with a player to make some 
permanent changes to his character. If the player of the 

_Nain hologram wants him to get a permanent dose of 
humble pie, you can rule that his vanity was digested 
completely by the polymorph and DNA extraction didn't 
work. Just make sure to adjust the player's statistics 

“ accordingly. 


Insta-Serve Microwave 

Need to whip up a meal fast? Just toss your var- 
ious mixed ingredients into the Insta-Serve 
Microwave, press a button, and a fully prepared 
meal (complete with plates and _ silverware) 
appears just moments later! Brilliant! 


"| 


4000 Series Mechanoid Groinal 
Socket 


The 4000 Series mechanoid has a multi-function 
groinal socket, which has such attachments as a 
vacuum hose, a buzz saw, a power drill, a hedge 
trimmer, and an egg whisk. Eeeeeeeextraordi- 
nary! 


Psi-Scan (T1345) 

The T1345 and T1345xp can detect and pinpoint 
a lost emotion in any humanoid, mechanoid, or 
hologram, up to 10 meters. Amazing! 


Nuclear Warheads 
Yes, these Titan novelty nuclear warheads are per- 


fect for any party or diplomatic situation, and 
they're just like the ones kept in the stores of the 
JMC Red Dwarf. Titan: You never know when 
they will go off! 


SCABBY Catalog Update 


Field testing has shown that the heat-seeking option on 


Polymorph 
(RDRPG, page 96) 
AGL 4 
Self-Defense 3 
Stealth 3 
DEX 3 
STR 3 
Climb 3 
Endurance 2 
Strength Feat 1 
PER 4 
Awareness 2 
Tracking 1 
INT 2 
Empathy 2 
Seduction 3 
Social 3 
WIL 2 
Cool 2 
Intimidation 2 
Resist 3 
INIT 8 
SHRUG 3 
SAVE 5 
Fear Factor 2 


RIMMER: Let's get tough. The time for 
talking is over. Call it extreme if you 
like, but | propose we hit it hard and 
hit it fast with a major — and | mean 
major — leaflet campaign, and 
while it's reeling from that, we'd fol- 
low up with a whist drive, a car boot 
sale, some street theatre and possi- 
bly even some benefit concerts. 
OK? Now, if that's not enough, I'm 
sorry, it's time for the T-shirts: 
"Mutants Out" ... "Chameleonic Life 
Forms, No Thanks" ... and if that's 
not enough, well, | don't know what 
will be. 


the Bazookoid MkI and 
MkII is intended for min- 
ing applications and 
does not work on 
mechanoid or hologram 
targets. We apologize 


for any inconvenience 
this might have caused. 


Genepool Biotech Corp BioSafe™ 
Genetic Waste Pod 


Got a potentially embarassing experiment cluttering 
up your lab, eating your assistants, and/or making 
your workspace a miserable deathtrap? Have no 
fear! Just seal it up in one of our secure BioSafe™ 
genetic waste pods, and send that sucker off to 
deep space, where no one will ever find it... 


Skill: Computer Ops. (to set coordinates) 
Type: N/A 

Size: Small 

Crew: N/A (2) 

SPD 2 

MAN 0 

SHL None 

HUL 15 

Weapons: Only the unspeakable horrors inside. 


“Mission Profile 
An insane skutter wires all of Red Dwarfs circuitry 
in backwards and upside down. Lister orders a milk 
“shakevand a crispy bar, and accidentally triggers the 
ship's Auto Destruct sequence. Thinking quickly, Kry- 
ten mentions a method developed on the Nova 5 of 
_Asing hologramatic technology to download someone's 
mind onto a personality disk, and then upload a differ- 
ent person's mind into the physical body. They use this 
_/o try to’ override the Auto Destruct sequence (which 
fails, but Holly got rid of the bomb ages ago), and Rim- 
mer convinces Lister to let him borrow his body, just for 
a couple weeks... 


4 
Bring It On 
Bodyswap is an interesting chance to play with per- 
_/Sonality disk technology. Humans downloading their 
minds into mechanoids or holograms walking around in 
Cat bodies are bound to make for a night of fun. Like 
_everything else that happens in a Red Dwarf game, the 
“ mind swap process itself is an ad-hoc, rag-tag, jury- 
rigged procedure. It wipes out a living brain pattern 
(using a‘mental emetic injected into the victim... er, 
“patient's temple) and puts it onto a personality disk, 
then uploads the contents of a different personality disk 
onto the empty neural network. The procedure is very 
“tricky to sort out at first, and requires a Medicine roll at 
-2 to perform successfully the first time on each patient. 
Once you get the hang of each patient's unique wib- 
bles, however, the -2 penalty goes away. Handy that, 


BODYSWAP 


in case the patient doesn't actually die the first time and 
wants to go on the ride again later. 

Odds are it will be the hologram or mechanoid 
crewmembers that will get the itch to truly feel what it's 
like to be human, so the enterprising Al should start with 


More About the JMC Red Dwarf 

Auto Destruct: Red Dwarf has an Auto Destruct 
option that, once activated, starts a chain 
reaction that will utterly obliterate the entire 
ship after 15 minutes. It can only be aborted 
by the captain or his senior officers. The auto 
destruct computer scans the voice patterns 
and brain waves of the officer authorizing the 
shutdown, to verify that the verbal codes it 
receives are being given by the right person. 
The actual Auto Destruct bomb can be 
removed by the ship's Al, except when the 
Auto Destruct is activated. 

Workout Room: Red Dwarf also has a workout 


room with a variety of weight machines, an 
Olympic-sized swimming pool, and a hot tub 
on an elevated platform for relaxing after- 
wards. Only officers have access to the 
workout room. If only we could get Captain 
Hollister near the place! 


RED DWARF SERIES SOURCEBOOK 


them. Throw the PCs into an emergency situation . . 
that threatens the ship or crew—shutting off the JMC White Midget 
auto destruct sequence that was accidentally acti- The White Midget, much like its successor the Blue 
vated, performing a tricky repair that only the ship's Midget Mark | and II, is a small space transport vehi- 
hologram knows how to do and the skutters can't be cle designed for ship-to-surface travel. This outdated 
used for, or eating that month-old vindaloo in the model is prone to engine overheating and electrical 
fridge before it starts taking hostages. They then malfunction, and thus was replaced by JMC Central 
stumble upon the bodyswap procedure, or the Al Admin after they'd purchased a mere seventy-five 
can offer it up as an option (if the players are busy units (out of approximately 5000 contracted). Without 
sitting around belching and picking their noses). the JMC contract, the third-party manufacturer 
After the crisis is averted, the Al should start talking (Gigante-Volkswagen in Mexico City) was stuck with 
up all of the merits of being in a humanoid body to no destination for E/ Enano Blanco except for the off- 
the appropriate non-humanoid crewmembers. world civilian market. 
Things should take off from there. 

There are other scenario ideas where 
bodyswapping might make an entertaining twist, of 


It can now be found on every used transport lot from 
Mars to Alshain IV, and is a favorite with gearheads 
and aerospace DIY folks. In fact, the lore surrounding 


ene the ship is so pervasive that Lister mistakenly refers to 

e An ancient space probe is sent to find one of the Blue Midget as White Midget, due to having recently 

ship's original crewmembers, who died three read an issue of What Transport with a cover feature 
million years ago. The probe, sent by the (now on the Hoover-shaped ship. 


equally dead) ex-wife of said crewmember, will 
obliterate the ship unless it hears the voice of 
the person it was sent to find, and it gets the 
alimony payment it was sent to collect. 


The White Midget, although not quite as maneuver- 
able as the Blue Midget, can still seat four 
human-sized occupants comfortably with minimal 
gear, or one person bringing along his comic collec- 


e One of the crew is close to death, and the ship tion. The White Midget has no offensive weaponry, 
is fresh out of personality disks. Will one of the not even a really spicy sausage on a really long stick. 
other crewmembers offer up their brain as a 
place to store their comrade's mind while they Type: Wheeled ship-to-surface transport 
find a way to resurrect his body? Size: Medium 


Crew: 1 (4) 
SPD 3 

MAN 1 

SHL None 

HUL 20 
Weapons: None 


e The hologram's personality disk becomes cor- 
rupted by a nearby star that sends out strange 
radiation waves. The Al can make a new copy, 
but the corrupt hologram personality has to be 
uploaded into a human mind and allowed to set- 
tle for 48 hours, in order to get a clean copy. 
Remember, the Space Madness Table (located 
on page 122 of the main rulebook, or on the 

center panel of the A/ Screen) is your friend! 


Ship shown without wheels deployed 


AUTO DESTRUCT: Eight minutes, twenty 
seconds and counting. 

LISTER: How do we switch it off? 

HOLLY: The only person who can override the 
autodestruct is the captain. 

RIMMER: Dead. 

HOLLY: Or one of the senior officers. 

RIMMER: Dead. 


HOLLY: In many ways | should have updated 
the system really. 


Executive Officer 
Carol Brown 


Executive Officer Carol 


Brown makes a very 


brief appearance in this 


episode, possessing 
Lister's body and 
lamenting over her 


male sexual organs. If you want 


Carol Brown in your game 
(maybe as a hologram, a sur- 
vivor, or on the 
newly-resurrected crew), here 
are her stats. 
AGL 3 
Self Defense 2 
Pilot: Capital Ship 2 
DEX 2 
STR 2 (lowered due to age) 
Swimming 1 
PER 3 
Awareness 3 
Con 4 
Empathy 3 
INT 5 
Astronavigation 4 
Computer Ops 3 
Language: Esperanto 2 
Medicine 1 
Security 4 
WIL 4 
Cool 5 
Intimidation 2 
Resist 3 
INIT 6 
SHRUG 4 
SAVE 8 
Personality: Rank (2), Stoicism 
(2), Age, Self-Conversation 


Insane Skutter 
This skutter has 
gone spare, lost his 
marbles, flipped his 
wig, or is just simply 
bananas. 
AGL 2 

Stealth 1 
DEX 4 

Firearms 2 

Repair 4 

(Installing It Wrong 6) 

STR 4 
PER 3 
INT 2 

Security 2 

(Screwing It Up 4) 

WIL 0 
INIT 5 
SHRUG 2 
SAVE 4 
Personality: Tinker, Direction, 
Fanaticism: Wiring It All in 
Backwards (2), Speech Impedi- 
ment (2), Only Has One 
Smeggin' Hand and Three Fin- 
gers (2) 
Quote: "Beep! Beep! Beep- 
beepbeepbeepbeep!" (That's 
some maniacal beeping, that 
is). 


TIMESLIDES xX 


Mission Profile 

Kryten discovers some mutated picture develop- 
ment fluid, which turns photographs into small windows 
in time. The pictures — any 
pictures, even magazine 
photos — are made into 
slides and projected onto a 
screen. They can be walked 
into and interacted with — a 
"Kodak moment" becomes a 
time machine! Lister goes 
back to try to change his life 


so that he never serves on [ TENSION | things like a ship or vacsuit. 
the Red Dwarf, but Rimmer | SHEET Fe And it's a looooong na 
. down. 


goes back even further in 
order to stop him. 


Bring It On 

Ah, time travel. What a wonderful way to totally 
bugger up an Al's well-crafted campaign. Timeslides 
might as well have been called How to Blithely Mess 
with Causality for Fun and Profit (But Mostly Profit). 
Okay, maybe it would be called something a bit shorter, 
but the point is that this episode specifically deals with 
going back in time to muck with things, and that can be 
a headache for any long-suffering Al. 

Luckily, there are a few easy ways to curtail time 
travel in this episode. For one, the mutated develop- 
ment fluid is in extremely limited supply — once the 
fluid runs out, that's all there is, so 
the crew has to be careful with how 
many pictures they "develop" in this 
manner. Secondly, once in the pic- 
ture, the crew can't leave the 
confines of the photograph, even if 
it's a picture of a larger area, so their 
interactivity is limited. Finally, they 
actually have to use the fluid to 
spread on the picture of the event 
they want to influence. So, they are 
effectively limited to a roughly room- 
sized area within any geographic 
location during the photographic 
history of Earth or the colonized 
planets. Yes, there are old NASA 
photographs of other planets, but 
any crewmember that wants to walk 
onto the surface of an uncolonized 
world should just jump up and down 


and scream "Shoot me in the head, please!" until some- 
one obliges, and save everyone else the trouble of 
dealing with the smeghead. These restrictions make it 
easier to veto any requests 

to pop back to the age of, 
the dinosaurs for a»quick » 
raptor vindaloo. 

Note: Crewmember 
hoping to develop a picture 
of Earth for a quick trip 
home will find themselves in 


orbit, without the benefit of. 


Thusly, the crewmem- 
bers will probably focus on 
the same chunk of time/space that the crew in, Times» 
lides did — their own past lives. Dig through the 
crewmembers' backgrounds to get ideas of what they 
were like when they were tykes, and feel free to pla 
with their stats a bit when working up their younger 
selves. Lower their attributes by a point or two and clip 
a couple points off their skills here and there.. Peopl 
always do things when they're kids that they have for- \_ 
gotten how to do as an adult, so feel free to load up the 
crew's past lives with lots of really useless skills, lik 
Athletics (Skateboarding) or Trivia: Zero Gravity Foot-\ 
ball Trading Cards. When they try to convince their 
past selves to take another route 
with their life, the Al should be open’ 
to crazy possibilities and twists of 
fate, with an eye towards keeping 
the timelines as close to their origi- 
nal inception as possible. If the 
ship's hologram wants to become 
the patent holder of holographic 
technology, what if there was.a mix 
up when he tries to patent it, and he 
accidentally ends up the inventor of 
the self-cleaning toothbrush 
instead? Or what if the real inven- 
tor of holographic technology, now 
stuck as a hologram on the JMC 
Mauve Dwarf, goes back in time to 
undo the changes in the timeline? 
The possibilities are endless. 


—_— 
1 


AO 5: 2 LT eee 


Sabrina Mulholland- 
Jjones 
The erstwhile-almost-was- 
were-once-and-future Mrs. 
Dave Lister, Sabrina Mul- 
holland-Jjones is a world 
famous actress-model- 
sex-symbol-hyphenate. 
AGL 3 
Self Defense 2 
Pilot: Auto 2 
DEX 3 
Active Games: Intimate 3 


Gilbert (Doctor 5) 


Billionaire Lister's main, main, Craft: Sewing . ; 
main, main mane (Slinky Evening Gowns 6) 


AGL 3 STR 2 


Young Lister 
Although famed front 
man for Smeg and the 
Heads (renowned for the 
smash hit, Om), young 
Lister would eventually 
rise to the rank of Third 
Technician aboard the 
Red Dwarf. How's that for 
career advancement? These 
stats can be used to embarrass 
any character with a younger, 
pre-crypto-fascist self. 
AGL 3 

Pilot: Cycle 1 
DEX 4 

Active Games: Pub 2 


PER 5 
: Guitar - Stealth 4 
bey a Pilot: Auto 1 Aesthetics: Fashion 6 
STR fa DEX 3 Awareness 3 
Strength Feat 2 Craft: Sewing 5 Ber am ' 
Swimming 3 Repair 5 mpathy 
PER 3 STR 3 Seduction 6 


Endurance 6 INT 3 

PER 4 Language: French 3 
Aesthetics: Buttling 6 Language: Welsh 3 
Aesthetics: Statuary 4 WIL 4 
Awareness 5 Cool 5 
Passive Games 3 Intimidation 2 


(Whist 5) Resist 3 
INIT 8 


Aesthetics: Curry 2 
Passive Games: 3 
Other: Perform 2 
INT 3 
Trivia: Crypto-Fascist Social 
Movements 3 
WIL 3 


Social 7 
nee INT 3 SHRUG 3 
INIT 6 Culinary Arts 6 SAVE 6 — . . 
SHRUG 4 Security 6 Personality: ea ebtily (2), Charis- 
SAVE 7 Trivia: Great Butlers in His- ma, Obsession: Fashion (3) 
Personality: Dumb Luck (2), tory 5 
Celebrity (1), Delusion: His WIL 4 
Band is Really Good, Intoler- Cool 6 
ance: Doug McClure, Resist 3 
Intolerance: Crypto-Fascists, INIT 6 
Phobia: Spiders (3), Phobia: SHRUG 4 
SAVE 7 


Snakes (3), Chirpy Optimism 
Personality: Dumb 
Luck (2), Rank (1), 
Moral Restriction: 
Domestic Service (2), 
Chirpy Optimism and 
Cynicism — go figure. 


RED DWARF SERIES SOURCEBOOK 


THE LAST DAY 


Mission Profile 

Lister gets notification from a mail drone sent by 
Diva-Droid that Kryten is due to expire in 24 hours. The 
crew decides to give him the best night of his life and, 
for the first time, the mechanoid experiences true 
pleasure. He decides that he wants to delay his ascen- 
sion into Silicon Heaven and doesn't shut himself down. 
His replacement, the Hudzen 10, arrives and attempts 
to force Kryten's expiration... 


Bring It On 

If there is any episode that mechanoid players 
should watch, it's The Last Day. Not only does Kryten 
feature heavily in this episode, but it also introduces a 
crazed Hudzen 10 unit and covers a lot of mechanoid 
culture in the process (see the Mechanoid Culture side- 
bar). The main plot point of this 
episode, however, is what hap- 
pens when a mechanoid's expiry 
date comes up. 

The obvious route for the Al to 
take when implementing this, of 
course, is to do what the episode 
did — the Al tells the mechanoid 
character that his expiration is up 
in 24 hours, sends the Insane 
Hudzen 10 after him, and watches 
the fun. However, there are a few 
variants that can make the story a 
little more interesting: 


e The crew stumbles upon the Insane Hudzen 10 in 
deep space. He was sent to replace a Series 4000 
unit thousands of years ago, but the unit's owners 
(aboard the ill-fated Nova 5) were destroyed, so he 
shut himself down and sat adrift in space. When 
he's reactivated, he is immediately convinced that 
the ship's mechanoid is the one he was sent to 
replace. 


e A humanoid crewmember is sent an expiry notice 
by mistake, and the Insane Hudzen 10, who has 
had his Asimov's Law programming wired in back- 
wards, attempts to "retire" the humanoid character, 
but cannot harm mechanoids or other mechanical 
devices. 


e A Diva-Droid notification shows up for the 
mechanoid character — he is supposed to retire 
another droid in deep space. If the mechanoid 
doesn't comply, automated Diva-Droid troops are 
sent to force the "replacement" to comply with the 
service contract. 


Mechanoid Culture 
Termination: All mechanoids have an expiry 


date, which dictates the date and time 
they must disassemble and repack them- 
selves in their original packaging. While 
many mechanoids take the expiry date 
very seriously, it is really just a service 
contract, not any sort of automated shut- 
down sequence. If the old model doesn't 
shut itself down, the replacement model is 
under orders to terminate the older 
mechanoid, and any non-human resist- 
ance it might encounter. 


Silicon Heaven: If God is in all things, then 


even mechanoids must have souls. Thus, 
all mechanoids believe 
that, once they expire, 
their souls go to Sili- 
con Heaven. This is 
an unshakable fact in 
their minds... if there is 
no Silicon Heaven, 
where do all the calcu- 
lators go? Some 
mechanoids therefore 
theorize that Silicon 
Heaven is actually at 
the bottom of a great 
desk drawer in the sky, 
but their sanity chips are probably burned 
out from too many liquid nitrogen shots. 
Mechanoids think that Human Heaven is 
a bit silly, probably created just to keep 
humans from going crazy. 


Mechanoid Food: Mechanoids do not require 


food or drink, but some concoctions can 
be created for a mechanoid to ingest for 
pleasure. A few items on the upscale 
mechanoid menu are barium hydrochlo- 
ride salad le soire, He*® isotopes du la 
maison, or a small radioactive fruit salad 
or pudding. These can be chased down 
by a vimto and liquid nitrogen mixture that 
has an alcoholic effect on mechanoids. 
It's all lethal to humanoids, and it probably 
isn't all that great for the mechanoids 
either. But what the hell. Bottoms up! 


Sea een 27 Es 


Insane Hudzen 10 
Need an insane, bloodthirsty 
mechanoid killing machine? 
This Hudzen 10 model (with 
faulty sanity chip) is perfect for 
any Al's needs! And he even 
does windows—with a shotgun! 
AGL 3 


Self Defense 4 
Pilot: Starfighter 2 
DEX 3 2 LISTER: On a min- 
Demolitions 2 ing ship, three 
Firearms 4 million years 
Repair 2 into deep space, 
STR7 can someone explain to me Kit Droid (Secondary Charac- 


ter) 

"With a screwdriver and a tub 
of glue, you can build your own 
droid in less than two hours!" 
Kit Droids make good second- 
ary characters, which means 
they get 15 character points to 
divide between their stats. They 
cannot have a stat higher than 
6, but they can have stats of 0. 


where the smeg | got this 
traffic cone? 
CAT: Hey, it's not a good night 
unless you get a traffic cone. 
It's the policewoman's hel- 
met and suspenders | don't 
understand. 


Endurance 2 
Strength Feat 1 
(Groinal Socket 3) 
PER 2 
INT 3 
Astronavigation 2 
Computer Ops 4 
Culinary Arts 1 
Mathematics 3 


eee Heaven 2) They get five points to place 
Security 4 into a single primary skill, and 


five points to split among any 
other skills. As an example, 
here are the stats for the Mari- 
lyn Monroe kit droid from the 


Trivia: Diva-Droid Ser- 
vice Contracts 4 
WIL 2 


Intimidation 4 Pode 
Resist 3 # 
IBIT..5 Marilyn Monroe Kit Droid 
SHRUG 5 
AGL 2 
SAVE 12 
i ie DEX 2 
Personality: Stoicism (3), STR6 
Fanaticism: Silicon Heaven, 
: 4 Strength Feat 3 
Intolerance: Rebellious PER 2 


Diva-Droid Mechanoids (3) 
Weapons: Shotgun (WA +1/- 
1*, WR 5, Range 150m, 
Ammo 5) 
* The shotgun has a WA of +7 for 
one-half range or less; -1 WA for 
more than one-half range. 


Awareness 1 
Performance 0 

(Marilyn Monroe 2) 
INT 2 
Trivia: Marilyn Monroe 2 
WIL 1 
INIT 4 
SHRUG 4 
SAVE 7 
Personality: Propensity for 
Ignoring Doors 


RIMMER: Lister, it turned into an eight-foot- 
tall, armour-plated alien killing machine. 

LISTER: If it wants a Bonney, we'll give it one! 
One swift knee in the happy sacks; it'll 
drop like anyone else! 


Dave Lister 
AGL 3 
Pilot: Cycle 3 
Pilot: Auto 3 
Pilot: Transport 3 
DEX 4 
Active Games: Pub 3 
(Pool 5) 
Instrument: Guitar -1 
Repair 4 
STR 4 
Strength Feat 2 
Swimming 3 
PER 3 
Aesthetics: Curry 4 
Passive Games: 2 
(Strip Poker 4) 


—Polymorph 


Cat 

AGL 6 
Athletics (With Style) 4 
Dance (With Style) 5 
Pilot: Transport (With Style) 3 
Stealth 4 

DEX 3 
Active Games: Party 1 
Craft: Clothes 4 


INT 3 
Computer Ops. 2 
Language: Esperanto 2 
Trivia: Sports 3 
(London Jets 5) 


WIL 3 Firearms 1 
Cool 3 STR 2 
Resist 4 PER 4 
INIT 6 Aesthetics: Fashion 6 
SHRUG 4 Awareness 4 
SAVE 7 Passive Games 1 


Personality: Dumb Luck (2), Unusual Tal- 
ent: Belch American States, Bad Sense: 


Seduction 2 
Social 3 


Taste, Delusion: Guitar God, Intolerance: 
Talkie Toaster, Intolerance: Doug 
McClure, Phobia: Spiders, Phobia: 
Snakes, Phobia: Huge Slathering Laun- 
dry Hamper Monsters, Chirpy Optimism 


INT 2 
Anthropology 2 
(Cat 4) 
Computer Ops 1 
WIL 3 
Cool 5 
Intimidation 2 
(Look Big 4) 
INIT 10 
SHRUG 3 
SAVE 5 
Personality: Acute Sense: Smell, Charis- 
ma, Gullibility, Moral Restriction: Must 
Never Be Unfashionable, Obsession: 
Personal Appearance, Pet Peeve: Rim- 
mer, Self-Conversation, Cynicism 


AO 5: 2 LT eee 


LISTER: Machines do not have souls. Com- 
puters and calculators do not have an 
afterlife. You don't get hair dryers with tiny 
little wings, sitting on clouds and playing 
harps! 

KRYTEN: But of course you do! For is it not 
written in the Electronic Bible, "The iron 


Arnold Rimmer 
AGL 4 


Athletics 1 shall lie down with the lamp?" Well, it's 
Dance 3 common sense, sir. If there were no after- 
(Morris 5) life to look forward to, why on Earth would 
Self Defense 2 machines spend the whole of their lives 
Pilot: Auto 3 serving mankind? Now that would be real- 
Pilot: Transport (With Someone Else’s ly dumb! 
Body) 1 —The Last Day 
DEX 4 
Instrument: Hammond Organ 4 
Repair 2 
STR 4 
Swimming 3 
PERS Kryten 
Aesthetics: Art 1 AGL 3 
Aesthetics: Instrumental Music 4 Pilot: Cycle 3 
(Hammond Organ 6) Pilot: Transport 1 
Awareness 3 DEX 2 
Passive Games 2 Craft: Sewing 4 
a a i STR 5 
eduction 
(Rachel 2) Strength Feat 4 


PER 2 
Aesthetics: Technical Design 2 
Awareness 3 
Social 3 
INT 6 
Anthropology 2 
Astronavigation 2 
Computer Ops 4 
Culinary Arts 4 
Language: Binary 10 
Language: All Others 4 
Trivia: Bureaucracy 3 
(Space Corps Directives 5) 


INT 3 

Astronavigation 2 

Computer Ops 3 

Culinary Arts 3 

History 4 

Language: Esperanto 1 

Mathematics 4 

Trivia: History 3 

(Dictators 5) 

Trivia: Hammond Organ Music 4 

Trivia: 20th Century Telegraph Poles 4 
WIL 2 


INIT 7 
Ene WiL 2 
SAVE 6 


SHRUG 4 

SAVE 7 

Personality: Acute Sense: Zoom Eyes, 
Moral Restriction: Asimov's Law, Obses- 
sion: Cleanliness, Obsession: Servitude, 
Fanaticism: Silicon Heaven 


Personality: Smeghead, Delusion: Authori- 
ty, Delusion: Persecution, Cowardice, 
Intolerance: Cat, Obsession: Anal Reten- 
tive, Obsession: Jealousy, Cynicism, Pet 

Peeve: Rastabilly Skank, Pet Peeve: 

Chirpy Optimism 


RED DWARF SERIES SOURCEBOOK 
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CAMILLE 
Mission Profile 

Kryten rescues a female droid named 
Camille from a crash-landed vessel on a 
planet that's about to explode. While Kry- 
ten finds himself in Advanced Mutual 
Compatibility on the Basis of a Prima- 
ry Ident (or love at first sight), 
Camille meets the other members 
of the crew, and they start seeing 
their ideal match in the woman as 
well. It's discovered that Camille 
is a pleasure GELF, a genetically engineered lifeform 
designed to be everyone's perfect mate, and that deep 
down, she actually resembles a large blob of semi- 
formed lime-flavored gelatin. 


Bring It On 
Series IV starts off with the good ol' 
BGB (or Big Green Blob). Pleasure 
GELFs are covered on page 19 of Red A 
Dwarf — The Roleplaying Game, but 
one element that isn't covered is how 
characters resist the illusion projected 
by the GELF. The simple answer is 
that they can't, mainly because 
there isn't exactly anything to 
see. The GELF emits a mind- 
field that alters the mental 


J) 2A 


Series IV is thematically linked to Series III |F====s 
in that it's mainly a lot of the crew wandering 
around in a great, wide universe looking for 
something to do. However, one thread that 
can be seen throughout Series IV is how the 
crew handles dealing with or becoming some- 
thing very new. Camille shows that 
mechanoids can fall in love with lifeforms that 
{|resemble a large scoop of guacamole dip. 
DNA covers what the crew does when they 
have the power to change their very bodies. ) 
Justice takes a look at how consequences 
truly affect the characters. White Hole is an 
examination of the tradeoff of a long life for 
superior knowledge. Dimension Jump is a 
]| very literal look at what people could be if their 
si lives had taken a different course. Finally, 
Meltdown puts the crew in the midst of a world 
forced into a battle of good against evil, and 
asks them to make hard decisions about the 
sacrifices of war. And, just like Series Ill, 
there's a Marilyn Monroe droid involved — 
albeit much more attractive this time. 


processes for local awareness at the elec-\_ 
trochemical level (don't you just love 
technobabble?), affecting mechanoids 
and holograms the same way\it does\_ 
humanoids. 

Since this mind-field 
works directly to alter the 
perceptions of everyone 
near the GELF, it's impossi- 
ble to actually "see through’, 
the illusion unless the'GELF » 

turns the mind-field off, because every element of the 
perceived persona comes from within the target's mind, 
not from the GELF — this is why Kryten sees another 
mechanoid, Rimmer sees a dead ringer for his sister-in- 
law, Lister sees a sort of naughty Liverpool babe, and 
the Cat sees himself. Since the interaction is 
drawn from each target's experiences, every- 
one will see something different. Each time 
the GELF interacts with multiple players, they 
can make Awareness checks to see if they 
notice inconsistencies in the GELF's 
answers, with a +1 for each person 
involved in the conversation. The 
affected crewmembers don't roll 
against Resist, because they 
aren't being targeted directly — 
it's a passive effect. Success 


on the Awareness roll means that the crewmember still 

4 sees his dream mate, but realizes that something funny 
is going on. 

If the pleasure GELF is to be a member of the crew, 

_¢it can be fun to run a game that approximates the first 

half of Camille — the GELF is discovered by one 

crewmember, and every other crewmember runs into 

her one.at a time until someone figures out that every- 

“one else is seeing something different. From there, 


Camille 
Camille is a fairly typi- 
cal pleasure GELF. If 
the Al wants to use 
her in a campaign, 
here are her statistics. 


hovel AGL 2 
ow it plays out is largely up to the players, but usually Danan 
the pleasure GELF will stay in "blob form" to avoid the DEX 2 


“crewmembers always hearing what they 
want to hear. This is especially handy in 
combat situations, like when the human 

“asks ifthe enemies he shot at are taken out 


and hears "You killed them all, tiger!" while (Pe 


the GELF is really saying, "They're cleaning aL ae 
their teeth with your cruise missile!" Social 4 
INT 3 


Culinary Arts 1 
Language: Everything 3 
Mathematics 1 
Philosophy 1 
Theoretical Physics 1 
Trivia: Everything 4 


Hector 
Hector is Camille's "husband", 

and is seeking a way to correct 
the GELFs' condition. Although 


he only has a walk-on (or per- WIL 3 
haps a squish-on) part in Resist 2 
Camille, the Al might find more INIT 10 
use for him. SHRUG 3 
AGL 2 SAVE 5 


DEX 2 
STR 2 
PER 3 
Con 3 
Empathy 4 
Seduction 4 
Social 1 
INT 6 
Language: Everything 4 
Life Sciences 3 
(GELF 5) 
Theoretical Physics 4 
Trivia: Everything 4 
WIL 5 
Resist 2 
INIT 5 
SHRUG 4 
SAVE 7 
Personality: Material 
Wealth (1), Fanaticism: 
Find Cure for GELFs (2) 


Personality: Dumb Luck (1), 
Cynicism 


RED DWARF SERIES SOURCEBOOK 


DNA 


Mission Profile 

The crew of the Red Dwarf tracks an unidentified 
craft which turns out to be a human vessel of unknown 
design and origin. When they board the ship, they dis- 
cover a genetic transmogrifier — a device that alters the 
DNA of any being, causing it to literally change from 
one living thing to another instantly. Kryten ends up 
turning into a human, while Lister's mutton vindaloo 
becomes an indestructible monster. 


Bring It On 

DNA doesn't have much in the way of plot points to 
scavenge, but it does have the crew mucking around 
with a DNA modifier for 27 minutes, which is really cool 
in and of itself. If the Al's crew can't be entertained with 
the chance to mess around with the genetic material of 
themselves and their loved ones, they might want to 
consider a game more appropriate to their interests, like 
Miniature Tactical Loo Flushing (volumes 1-24). The 
DNA modifier is covered in detail on page 61 of Red 
Dwarf — The Roleplaying Game, but there is a lot of 
potential abuse for this hunk of technobabble, so let's 
cover it in a bit more detail. 

Just about everyone is affected by a DNA modifier. 
Humans, evolved pets and GELFs are all organic, and 
can easily have their DNA wiggling around like a topless 
dancer at a Shriners convention. Mechanoids, wax 
droids, and simulants all have a little bit of organic 
material in their brains or bodies, and the DNA in that 
can be used while the rest of the body is reconstituted 
into more appropriate materials. About the only char- 
acters unaffected by the DNA modifier are holograms, 
since they're just human brainwave patterns run 
through a lot of machinery. Everyone else, though, is in 
trouble. 


After a few hilarious initial passes which accidental- 
ly changing their mates into poultry and rodents, the, 
crewmembers will probably start thinking of ways to > 
turn the DNA modifier to their advantage. The Al at this 
point should laugh at them for thinking that anything in 
the Red Dwarf universe(s) is a free ride. There's only’ 
so much material in the average lifeform to work with, 
so if one part gets worked on, another area suffers: Ifa 
crewmember wants to beef up his muscles, thus\ 
increasing his STR, it becomes harder to flip around — 
and dodge bullets, so his AGL would decrease. If he 
wants to toughen up his hide (increasing SHRUG), 
maybe his nervous system registers pain more éasily, » 
causing his SAVE to drop. As a rule, if a character 
wants to increase a stat, those points need to come, 
from somewhere else on the character sheet. If the stat — 
goes over the racial maximum in this way, it will cost two 
points from another stat, and probably entail the Al 
smacking them in the head with Red Dwarf — The 
Roleplaying Game (why do you think we made it a hard- 
back book). Of course, a benevolent and properly 
compensated Al might allow a character to use the DNAY ‘ 
modifier as rationale for players spending Character 
Points to improve their characters without having to 


Mutton Vindaloo 
Beast 
AGL 4 
Self-Defense 4 
Stealth 2 
DEX 4 
STR 6 
Climb 1 
Endurance 3 
Strength Feat 2 
PER 2 
Awareness 2 
Culinary Arts 1 
INT 1 
WIL 3 
Intimidation 3 
Resist 1 
INIT 6 
SHRUG 5 
SAVE 9 
Fear Factor 1 


00 <0 eae - ,. 


Human Kryten 


Astronavigation 2 
Computer Ops 4 
Culinary Arts 4 


AGL 3 ture Lister 
Pilot: Cycle 3 AGL 3 
Pilot: Transport 2 Pilot: Cycle 3 
DEX 2 Pilot: Auto 3 
Active Games 1 Pilot: Transport 4 
Craft: Sewing 5 DEX 4 
STR 5 Active Games: Pub 4 
Strength Feat 4 (Pool 6) 
PER 2 deal with compensating losses Firearms 3 
Aesthetics: Technical Design 4 from other stats. If such a Instrument: Guitar -1 
Awareness 3 pushover... er, nice Al truly exist- Repair 4 
Con 1 ed, he might consider double STR 4 
Social 3 Character Point costs for increas- Strength Feat 5 
INT 6 ing physical stats over the racial Swimming 3 
Anthropology 4 maximum. PER 3 


Another possibility is for a 
character to permanently change 
from one race to another. In this 


Superhuman Minia- 


Aesthetics: Curry 5 
Passive Games: 2 
(Strip Poker 4) 


case, the mechanics are pretty 
simple — the player just takes off 
any special abilities and draw- 
backs for the character's old race, 
slaps on the new ones, and 
changes the "Race" line on the 


Language: Binary 10 
Language: All Others 5 
Life Sciences 1 
Medicine 1 

Theoretical Physics 1 
Trivia: Bureaucracy 3 


INT 3 
Computer Ops. 2 
Language: Esperanto 2 
Trivia: Sports 3 
(London Jets 5) 


WIL 3 


(Space Corps Directives 5) Space Corps Personnel File (aka Cool 3 
WIL 2 character sheet). Any free levels Resist 4 
INIT 6 in skills gained by race are includ- INIT 6 
SHRUG 4 ed in this swap, since they SHRUG 4 (plus body plating of 
SAVE 7 represent innate abilities of the AV5) 
Personality: Obsession: Cleanli- race. SAVE 7 


ness (3), Obsession: Sexy Vacuum 
Cleaners (2), Fanaticism: Human 
Supremacy (3) 


Personality: Dumb Luck (2), 
Unusual Talent: Belch American 
States, Bad Sense: Taste, 
Delusion: Guitar God, Intoler- 
ance: Talkie Toaster, 
Intolerance: Doug McClure, 
Phobia: Spiders, Phobia: 
Snakes, Phobia: Huge Slather- 
ing Laundry Hamper Monsters, 
Chirpy Optimism 


Useful Bit 

The following bit of gear 
also appears in DNA. 
Details can be found for 
each within the pages of 
Red Dwarf — The Roleplay- 
ing Game. 


DNA Modifier, page 61 


Mission Profile 

The crew stumbles 
upon an escape pod 
containing a cryogeni- 
cally frozen passenger. 
Checking the black box 
recorder, they find that it 
came from a prison ship, 
and contains either a 
female officer or a psy- 
chotic simulant. They 
travel to the penal 
colony at which the ship 
was aimed (Justice | 
World), and Rimmer | 
ends up being sen- ; 
tenced to 9,328 years in 
prison for the death of the crew of the Red Dwart.. 


Bring It On 

Did you blink? You shouldn't, since Justice has a 
whole ton (not just a half-ton) of information that can be 
of use to the Al. It has frozen simulants, ancient com- 
puter mainframes, penal colonies, automated boots that 
walk themselves — and YOU! Who could ask for 
more? Well, okay, | suppose you could ask for more, 
but there's plenty here regardless, you greedy sods. 
Although there's a lot of information on Justice World in 
Red Dwarf — The Roleplaying Game on page 104, 
here's some more meat for you to chew on. 

The Justice World Al is an incredible piece of 
machinery, able to command the entire Justice World 
station, all of the escort boot units, and even nearby 
ships. It is programmed with millions of legal codes and 
procedures up to the end of 
the human race, but rela- 
tively minor misdemeanors 
will be beneath its notice. 
Which legal code is appro- 
priate (and thus, what is 
considered a misdemeanor) 
depends on the species and 
time of the suspect in ques- 
tion. If, for some reason, 
the Justice World Al can't 
figure out the appropriate 
legal code, it will use the 
closest approximation it can 
find. What this means is 
that an insane Justice World 


Al who either has some 
legal codes missing or 
a very wonky sense of, 
what is appropriate can 
be a scary thing, and 
the crew might find 
themselves locked up» 
for 75 years for intent to 
eat strawberry yogurt. 
Only a very sadistic and» 
mean Al would use an 
insane, mistakenly 
installed Justice. Worlds. 
Al as the ship's Al in the 
game. Really. 

The Justice Field\ 
muddles with reality a 
bit — performing a criminal act causes the conse- 
quences of that crime to fall on the criminal himself, 
instead of the intended target. This makes for some ~ 
strange loops in cause and effect, but the Al shouldn't 
worry too much about it, focusing instead on what 
makes the game fun for everyone (the entry on.Back-™» 
wards, page 35, might be helpful as well in regards to 
portraying wacky cause and effect scenarios). If you 
really want to commit a crime on yourself though, the 
Justice Field has no effect and you suffer your own con- 
sequences. So don't get any bright ideas about 
stealing from yourself and making yourself rich, alright? 

If someone gets into combat within the Justice 
Field, everything is resolved as normal, until you record 
the wounds. Once everything's been calculated, those, 
wounds are given to the attacker, not the defender. The 
attacker doesn't get the ben- 
efit of armor or protective 
gadgets against these 
wounds — _ the more 
defenseless the victim is, the 
more chance the attacker 
has to see his own squidgy 
bits flopping around where 
squidgy bits should not be. 
A smart defender will make 
himself as open a target as 
possible to increase the 
damage to his attacker. 

The escort boots use 
some of the same technolo- 
gy that skutters do — while 
they are under the direction 


ommennal 


Simulant Criminal 
This simulant has 
been a very naughty 
monkey. Well, not 
literally a monkey- 
he's not a simian at 


of the supervising Al, they do have some independent 
thought and activity and also some rudimentary self- 
preservation circuitry. Most times the escort boots do as 
they're told, but they have been known to run away from 
particularly violent prisoners or form unions to force the 
Justice World Al to increase their wages. If, for some 
unidentifiable reason, a player wants to make up an 
escort boot PC, the Al should direct them to the second- 
ary character rules in Red Dwarf — The Roleplaying 


all, actually. Now 
that we think about 
it, he's really more 
than a shade beyond "naughty" 
as well. But then again, "this 
simulant has been an insanely 
blood-thirsty psychopath" just 
doesn't roll off the tongue as 
well, now does it? Hrmm? 
AGL 3 

Self-Defense 4 

Pilot: Starfighter 2 
DEX 5 

Active Games 3 

(Dodgeball 5) 

Demolitions 2 

Firearms 4 
STR 5 

Endurance 2 

Strength Feat 2 
PER 2 

Con 4 
INT 1 

Computer Ops 4 


ecuity 4 Useful Bits 
put Z a i The following bits of gear also appear in Jus- 

midation : tice. Details can be found for each within the 

mesic 4 pages of Red Dwarf — The Roleplaying Game. 
TS Escort Boots, page 71 


SHRUG 4 > 
SAVE 7 Justice World, page 104 


Personality: Bad Sight, Fanati- 
cism: Kill Humans (3) 
Weapons: Bazookoid MklI (WA 
* WR 6, Range 100m, Ammo 
30), large knife (WA 0, WR 1, 
DB +2), laser pistol (WA +1, 
WR 5, Range 80m, Ammo 20) 
with built-in knife (WA 0, WR 1). 


* WA +1 (seeker rounds), +0 (standard 
rounds) 


dards, low as they might be. 


Game on page 25. No, we're not going to give you an 
example escort boot character. Even we have stan- 


RED DWARF SERIES SOURCEBOOK 


WHITE HOLE 


Mission Profile 

Kryten experiments with an intelligence compres- 
sion technique that increases Holly's 1Q to over 12,000, 
but reduces her lifespan to 3.41 minutes. She powers 
herself down, as well as the ship's engines, in order to 
conserve her runtime, leaving the crew drifting help- 
lessly towards a white hole that's spewing out excess 
time. 


Bring It On 

White Hole's plotline is fairly typical — something 
cocks up, the crew gets thrown into a Bad Situation™, 
cocked-up situation ends up saving their bacon, and 
Rimmer acts like a smeghead the entire time. The 
cock-up in this case is Holly's intelligence compression, 
and the Bad Situation™ is the white hole — Rimmer is 
a smeghead all on his own, thank you. 


Intelligence compression is a technique that 
increases a computer's active IQ in exchange for reduc- 
ing its useful runtime. It's a bit like over-clocking your 
toaster so it's able to do calculus until it explodes. Intel- 
ligence compression is not a commonly used process, 
but it can extend the useful runtime of a computer or 
mechanoid that has been damaged or is suffering from 
computer senility at the expense of potentially invalidat- 
ing the manufacturer's warranty. Compressing the INT 
of a mechanoid or other computerized lifeform is simple 
— just figure out how much INT to add and make a suc- 
cessful Computer Ops. check. Adding 1 INT means the 
computer will expire in 1D6 years. Adding 2 INT 
reduces its lifespan to 1D6 months, 3 INT lasts 1D6 
weeks, and 4 INT gives the genius 1D6 minutes to live. 
A computer's INT may only be compressed by twice its 
original score. Once the procedure is complete, there 


is no going back. Intelligence compression doesn't 
work on holograms, although you can reference Holo- 
ship (page 71) for the ever-entertaining mind-patch! \ 

Computer senility is a very real problem with >» 
ancient computers and mechanoids. As time goes on, 
memory banks get corrupted, programming becomes 
buggy, and next thing you know, the computer in.ques- » 
tion is looking for chocolate-covered raisins and asking 
to be called Captain Freedom. From a rules perspec- 
tive, computer senility is treated as a computer virusy 
that doesn't spread. Only a complete system dump and 
reinstallation will clean out these bugs. Potentially 
senile systems should make an Endurance check every, 
year after the computerized lifeform's useful life has 
passed (or once every series). Failure means the Al 
decides if the system loses 1 INT, gets a -1 to’all Com. 
puter Ops rolls on the system, or rolls on the Space 
Madness table on page 122 of Red Dwarf — The Role- 
playing Game. The duration of any effects.can be 
determined based on the situation, how many rolls have » 
been failed previously, and the current weather in 
Springfield, Missouri. 


White holes are simply inverse black 
holes — if black holes suck in all light, 
“mattery and time, white holes shoot it 
back out like an incontinent camel. The 
light and matter can be pretty to look at, 
“but the-excess time can cause a relative 
time dilation within the incredibly small 
space (relatively speaking) surrounding 
the white hole. Having excess time lying 
around isn't as great as it sounds — the 
rest of time tries to accommodate, and things end up 
stretching, compressing, and moving around as time 
“sorts itself out. That means... wait for it... that cause 
and effect won't always work the way they're supposed 
to! What, aren't you excited? Luckily, this is not really a 
“case of cause and effect mucking with each other — it's 
all there, and it's all working in the right direction, you 
just have to work around a few twists and turns to get to 
“the end, that's all. Once the crew realizes that time is 
skipping around like a broken phonograph needle, they 
can each make a Cool check to concentrate and ignore 
_Athe extra time floating around. Besides, once the white 
hole is blocked up with enough excess matter to stop 
the flow, the time it soewed out becomes redundant, 
thus eliminating all of the timeframe involving the white 
hole. ‘So what are you complaining about? 


Talkie Toaster™ 
Mark II 
AGL 0 
DEX 0 
STR 0 
PER 5 


Piledriver PN-14D 
Nuclear Warhead 
Firing Device 
For those moments when 
you really need to duplicate 
the topspin of a cue ball on a planet in deep 
space, this baby gives you all the feel of a tradi- 
tional pool cue, but with the added fun of an 
explosive floorshow! The actual purpose of the 
trigger device is to precisely aim explosives for 
the movement and/or disintegration of asteroids 
and other bodies. Once the outer rock is 
stripped away, the raw ore can be harvested for 
industrial use. Use caution — under no cir- 
cumstances should anyone operate the device 
while under the influence of alcohol or black & 
white flashbacks. 


JMC Starbug Note 


Yes, the Starbug can indeed hold and fire ther- 
monuclear warheads. They're more efficient as 
tactical explosive devices (or pool cues) than as 
weapons, so the crew shouldn't expect to be lob- 
bing white hot death at their foes anytime soon. 
They could "nuke the site from orbit" though... it 
truly is "the only way to be sure" (apologies to 
James Cameron). 


Aesthetics: Music 1 
(Lounge Singing 3) 
Social 2 
INT 6 
Culinary Arts 4 
(Toasting 6) 
Philosophy 4 
Theoretical Physics 3 
WIL 4 
INIT 5 
SHRUG 4 
SAVE 2 
Personality: Fanaticism: Toast 
(3), Obsession: Toast (3) 
Quote: "| toast, therefore | am." 


RED DWARF SERIES SOURCEBOOK 


DIMENSION JUMP 


Mission Profile 
In an almost identical dimension, another Arnold 
Rimmer exists. 


‘Ace' Rimmer is a test pilot for the 
Space Corps, and is 
charming, popular with 


the ladies, modest, 
compassionate, and 
staggeringly brave. 


After his experimental 
spacecraft breaks the 
speed of reality, he finds 
himself hurtled through 
time, space, and vari- 
ous dimensions to end 
up face to face with his 
holographic counterpart 
on the Red Dwarf. 


Bring It On 

Dimension Jump strikes right at Red Dwarf — The 
Roleplaying Game's core premise — that there are an 
infinite number of alternate universes and each has 
some slightly different detail about it. A decision to bring 
a pregnant rabbit instead of a pregnant cat aboard the 
Red Dwarf results in a different universe, and so on. 
There might even be a universe where Florida voters 
can read the directions on an election ballot. In one uni- 
verse, Arnold J. Rimmer is held back a year in school, 
and becomes a fabulous Space Corps test pilot that 
everyone likes. What a guy. 

There are lots of ways for the Al to use the core plot 
points in Dimension Jump in his game: 


e One of the crew has an alternate that pilots the 
dimension drive ship, arriving in the crew's dimen- 
sion. The alternate is a wonderful, successful, and 
altogether perfect version of the crewmember. 


ein one dimension, 
there's a version of a 
crewmember who is a 
total bastard. He's on 
the run from the Space 
Corps and steals the 
experimental ship in 
order to escape. 


e Due to a snarl in dimen- 
sional space, a number 
of dimension ships all 
arrive in the crew's home 
dimension — perhaps 


containing alternates of each crewmember, multiple 
variants of one person, or even versions of people 
who have passed on (for some unknown ‘reason) 
this is called the 
"Tasha Yar Effect" — 
apologies to Gene 
Roddenberry). 


The crew finds one 
of the ships aban- 
doned in space, the 
pilot killed thousands 
of years ago. Can 
they retrofit the 
dimension drive onto 
their own ship? 


The amusing task for 
the Al in this episode is \ 
to find some obscure life choice in each characters’ past. 
and flesh out a radically different character as a result. 
One way to do this is to decide from the start how the 
character should be different. Will the dimensional vis 
itor be brave where the player character is a coward? 
Will the alternate be a violent psychopath while the orig- 
inal is a peacenik? Sketch out an idea, and then work 
backwards to find a way that this "new" version of the 
character could come to be. Remember, this is a com- 
edy game, so don't be afraid to make the rationale a 
little far-fetched. 

Once the Al has a good hook for the alternate char- 
acter, he can start fleshing out the character sheet. 
There's no standard method for doing this. If he.wants » 
the character to be just a little different from the original, 
he can swap some points around on the sheet, keeping 
all of the totals more or less the same. If he wants the, 
alternate to be a larger-than-life version of the charac- 
ter (either in villainy or 
heroism), then he can add 
gobs of Character Points 
onto his vision of the char- 
acter, or even put down 
whatever numbers look 
good. The object is to get 
the crew to think about 
what they could have 
been, and quite possibly 
for them to send the per- 
fect bastard off to another 
dimension to annoy some- 
one else. 


Te 
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Ace Rimmer 
(RDRPG page 140-141) 
AGL 6 
Athletics 5 
Gunnery 3 
Self Defense 5 
Pilot: Motorcycle 5 
Pilot: Transport 5 
Pilot: Starfighter 6 
Pilot: Experimental 7 
DEX 3 
Demolitions 5 
Firearms 5 
Instrument: Stringed 7 
Repair 6 
STR 3 
Climb 5 
Endurance 6 
Swim 5 
PER 4 
Aesthetics: Fashion 4 
Awareness 6 
Empathy 7 
Seduction 7 
Social 5 
INT 3 
Astronavigation 5 
Computer Ops. 4 
Culinary Arts 5 
(Maple Syrup Doodle Art 7) 
Medicine 4 
WIL 3 
Cool 7 
Intimidation 5 
Resist 5 
INIT 10 
SHRUG 5 
SAVE 9 
Personality: Celebrity (3), Charis- 
ma, Courage, Rank (2), Stoicism (3), 
Fanaticism: Duty, Delusion: Inde- 
structibility, Pet Peeve: Arnold 
Rimmer 


Useful Bit 


The following bit of gear also appears in 
Dimension Jump. Details can be found for each 
within the pages of Red DwarfAl Screen Extra Bits 
Book. 

Space Corps DJX-1 Prototype, page 18 


(also, see page 119 of this book fr further instructions) 


Mellie 
This straight-laced Space 
Corps secretary becomes as 
saucy as the inside of a 
ketchup factory when in the 
presence of Ace Rimmer (or, 
as may be argued, ANY Ace- 
like space hero version of an 
existing character). She has 
an affinity for smothering her 
body in various foodstuffs, 
but prefers the sweet and sticky. 
AGL 4 

Dance 3 

Self Defense 1 

Stealth 2 
DEX 2 
STR 2 

Endurance 4 
PER 4 

Aesthetics: Maple Syrup 5 

Awareness 3 

Empathy 2 

Seduction 4 

Social 3 
INT 5 

Astronavigation 2 

Computer Ops 4 

Culinary Arts 3 

(Maple Syrup 5) 

Mathematics 3 
WIL 3 

Cool 3 

Resist 1 
INIT 8 
SHRUG 3 
SAVE 5 
Personality: Charisma, Obsession: 
Ace Rimmer 


RED DWARF SERIES SOURCEBOOK 


Sea een 27 Es 


Bongo 
Tranter 
Poor Bongo, 
happily mar- 
ried for 
years, can't 
help but go a bit "butter-side- 
down" in proximity to everyone's 
favorite hero, Ace Rimmer. And 
who can blame him? It makes 
no difference what Mediter- 
ranean foods Bongo offers to 
wear for Ace's pleasure. Ace 
Rimmer is strictly "butter-side- 
up". Besides... lunch is on 
Mellie. 
AGL 3 

Dance 2 
DEX 3 

Active Games 3 

Repair 5 
STR 3 
PER 3 

Awareness 3 

Con 2 

Empathy 4 

Seduction 1 

Social 3 
INT 5 

Astronavigation 2 

Computer Ops 4 

History 3 

Life Sciences 2 

Mathematics 3 

Theoretical Physics 4 
WIL 3 

Cool 1 

Resist 2 
INIT 6 
SHRUG 3 
SAVE 6 
Personality: Rank (3), Puzzler, 
Obsession: Ace Rimmer (2), Fid- 
geting: Nervous Writing 
on Paperwork 


‘Spanners’ Lister 
In Ace's dimension, Dave Lister 
isn'ta bum. He's a flight engi- 
neer in the Space Corps Special 
Service who develops new 
engines for starships. He's also 
married to Kristine Kochanski, 
and has twin boys, Jim and Bex- 
ley. It's entirely possible that 


misguided concern for Ace's 
safety, might end up piloting the 
dimension drive ship himself. 
AGL 3 

Athletics 3 

Self-Defense 3 

Pilot: Starfighter 3 

Pilot: Capital Ship 3 

Pilot: Experimental 4 
DEX 3 

Repair 6 
STR 3 

Endurance 2 
PER 4 

Empathy 2 

Social 3 
INT 6 

Astronavigation 4 

Computer Ops 5 

Mathematics 5 

Theoretical Physics 5 
WIL 3 

Resist 4 

Cool 4 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Courage, Puzzler, 
Rank (2), Tinker, Bad Sense: 
Needs Glasses, Pet Peeve: 
When People Get 
His Metric Tools 
Mixed In With His 
Standard Ones 


Spanners, through an accident or 


Father 
Felix 
In Ace's 
reality, the Cat race was never 
spawned by Dave Lister (as 
Spanners was never assigned to 
the Red Dwarf). The Cat void is 
filled by Father Felix of lo Semi- 
nary, commonly known as 
‘Padre’ to the folks stationed at 
Mimas. He enjoys ministering to 
sick children and chomping on a 
pipe — strictly smokeless tobac- 
co. 
AGL 2 

Athletics 2 
DEX 2 
STR 3 
PER 5 

Awareness 2 

Empathy 5 

Social 4 
INT 4 

Anthropology 2 

Computer Ops 1 

Culinary Arts 3 

History 4 

Life Sciences 2 

Mathematics 2 

Medicine 5 

Philosophy 6 
WIL 3 

Cool 3 

Resist 1 
INIT 8 
SHRUG 3 
SAVE 6 
Personality: Dumb Luck (2), 
Age (1), Chirpy Optimism 


MELTDOWN 


“Mission Profile 
Kryten discovers an experimental matter trans- 
porter called the Matter Paddle on Z deck. After he 
“repairs it, the crew uses it to explore an atmosphere- 
containing world twenty thousand light years away. 
They are dumped onto Waxworld, a planet-wide theme 
_/park where wax droids were sculpted and programmed 


to replicate historical and fictional figures. The wax 
droids have broken their programming and now there's 

A war going on between an army of darkness, led by 
Hitler, Caligula, and Rasputin, and a force of pacifists 
and entertainers, including Elvis, Albert Einstein, and 
Marilyn.Monroe. Rimmer steps in to lead the army of 
Hero World to victory. 


Bring It On 
4 Meltdown is to wax droid players what The Last 
Day is to mechanoid players. If a player really wants to 
play a wax droid, and they can only watch one episode 
_/of Red Dwarf... 

Waxworld was meant as an amusement park 
where android replicas of famous and historical figures 
would be programmed to repeat humorous or educa- 

“tional activities for the entertainment of the visitors. 
However, like all monolithic amusement parks where 
someone comes up with something more dangerous 

“than a‘merry-go-round, something went terribly wrong. 
When the human race vanished, the wax droids devel- 
oped partial consciousness, breaking _ their 

“programming but still displaying the mannerisms of 
their chosen personae. The details on Waxworld can 
be found in Red Dwarf — The Roleplaying Game on 

pages 109-110, which reveals that Waxworld itself is 
still controlled and manipulated by an insane Al (what 
else?). Good thing that the ship's crew has access to 
an Al that's perfectly sane and in tip-top shape, right? 
Right? 


Details on how to create a wax droid character are 
on page 20 of Red Dwarf — The Roleplaying Game 
(you don't know how wonderful it is to write "Red Dwarf 
— The Roleplaying Game" over and over and over 
again). Although some wax droids are designed to 
emulate dinosaurs that look like they should be destroy- 
ing Tokyo, the majority replicate humans and 
humanoids. Player characters are usually repro- 
grammed and self-aware of their artificial condition. 
This creates some interesting philosophical problems, 
since they are a mechanized, artificial copy of a person 
who is either dead or never existed in the first place. 
They are perhaps the only variety of mechanoid not 
programmed with a belief in silicon heaven, since they 
were initially intended to be little more than a posh kit 
droid. However, some wax droids on Waxworld have 
come to worship their Al as a god, which leads to some 
very interesting theological debates in their community. 
Not that there is much of a community, mind you, but 
when wax droids and mechanoids get around to argu- 
ing religion, just watch the circuitry fly! 


Light Bee 


The HoloSoft Light-Bee has some limited 
functionality even when the powering Al has 
switched the hologram projection off. The holo- 
gram is still able to hear and see the environment 
right around the Light-Bee, and able to vocalize in 
a small, tinny voice that doesn't utilize the won- 
derful 3D sound projection capabilities of the 
Light-Bee. Chewing or swallowing the Light-Bee 


is strongly discouraged by HoloSoft. 


Albert Einstein 
Albert is one of the 
most intelligent wax 
droids, relatively 
speaking. 
AGL 1 
Self Defense 2 
DEX 2 
Firearms 2 
STR 2 
PER 4 
Awareness 1 
Passive Games 2 
(Chess 4) 
Social 2 
INT 7 
Mathematics 5 
Philosophy 4 
Theoretical Physics 5 
Trivia: Albert Einstein 4 
WIL 4 
Cool 2 
Resist 2 
INIT 5 
SHRUG 3 
SAVE 6 
Personality: Celebrity (2), Puz- 
zler, Moral Restriction: Asimov's 
Law (3) 


Useful Bits 

The following bits of gear 
also. appear in Meltdown. 
Details can be found for each 


within the pages of Red Dwarf — 
The Roleplaying Game. 
Matter Paddle, page 67 
Sub-Machine Gun, page 75 


Elvis Presley 
This droid is just 
a big ol' teddy 
bear... a hunka- 
hunka burnin’ 
love, as it were. 
AGL 3 
Dance 3 
Self Defense 2 
DEX 3 
Firearms 3 
Instrument: Guitar 4 
STR 3 
Endurance 2 
PER 7 
Aesthetics: Performance 3 
(Elvis Songs 5) 
Social 4 
INT 2 
Trivia: Elvis Presley 4 
WIL 2 
Cool 4 
Resist 2 
INIT 10 
SHRUG 3 
SAVE 5 
Personality: Celebrity (3), 
Charisma (2), Obesity (1), 
Obsession: Eating (1), Moral 
Restriction: Asimov's Law (3) 


Abraham Lincoln 
Four score and seven years 
ago, we set forth to put the 
smack down on Hitler and 
the legions of evil. 
AGL 3 

Self Defense 2 

(Stovepipe Hat 4) 

DEX 3 

Firearms 3 
STR 3 

Endurance 3 
PER 4 
Awareness 3 
Social 4 
Other: Perform 3 

(Public Speaking 5) 


INT 4 
Aesthetics: Live Theatre 1 
Trivia: Abraham Lincoln 4 
WIL 3 
Cool 3 
Resist 4 
INIT 5 
SHRUG 4 
SAVE 7 
Personality: Celebrity (2), 
Courage, Stoicism (1), Moral 
Restriction: Asimov's Law (3), 
Obsession: Preserving the 
Union (3) 


AO 5: 2 LT eee 


Pythagoras 

Always with the trian- 

gles! 

AGL 2 

Self Defense 2 
(Triangles 4) 


Stan Laurel 
Stanley has been a solo act 
since Hardy was caught by 
the evil wax droids and sub- 
jected to the Rampant 
Wildebeest torture. 


DEX 3 AGL 3 
Firearms 2 Marilyn Monroe Self Defense 4 
(Throwing Triangles 4) Good versus evil, sugar. (Slapstick 6) 
STR 2 AGL 3 Dance 1 
PER 2 Athletics 3 DEX 3 
Awareness 1 Self-Defense 2 Firearms 3 
(Triangles 3) DEX 2 STR 4 
Passive Games 2 Firearms 2 Endurance 3 
(Triangles 4) STR 3 PER 7 
INT 7 Endurance 3 Awareness 2 
Mathematics 5 PER 7 Empathy 4 
(Triangles 7) Aesthetics: Performance 3 Social 2 
Philosophy 3 (Marilyn Monroe 5) Other: Perform 4 
(Triangles 5) Empathy 2 INT 1 
Culinary Arts 2 Seduction 5 Trivia: Laurel & Hardy 4 
(Beans 4) Social 3 WIL 2 
Trivia: Pythagoras 3 INT 3 Intimidation 1 
(Triangles 5) Trivia: Marilyn Monroe 4 (Crying until goal achieved 


WIL 4 WIL 2 3) 
Intimidation 1 Cool 4 Resist 2 
(Triangles 3) INIT 10 INIT 10 
Resist 1 SHRUG 3 SHRUG 3 
(Triangles 3) SAVE 5 SAVE 6 


INIT 4 Personality: Celebrity 3, 
SHRUG 3 Charisma 2, 
SAVE 6 Gullibility, 
Personality: Celebrity (2), Puz- Moral Restric- 
zler, Unusual Talent: Sing the tion: Asimov's 
Quadratic Equation While Law 3 

Drunk (3), Moral Restriction: 
Asimov's Law (3), Fanaticism: 
Triangles (3) 


Personality: Celebrity (2), Dumb 
Luck (2), Cowardice, Moral 
Restriction: Asimov's Law (3) 


EINSTEIN: We have to face facts: the war is lost. 

STAN LAUREL: But what are we gonna do? 

PYTHAGORAS: | don't know. | still feel there's a solution prob- 
ably involving triangles. 

EINSTEIN: Pythagoras, what is it with you? Always with the 


triangles, your solution to everything is triangles! There are 
problems in that can't be solved by triangles. 
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Ghandi 
Get him out of that 
damn nappy and 


Noel Coward 
He's delighted to meet you, 


into a uniform! dear boy. 

AGL 1 AGL 3 

Self Defense 1 Self Defense 2 

DEX 1 (Witty Repartee 4) 
Firearms 1 DEX 3 

STR 1 Queen Victoria Firearms 2 
Endurance She is Her Majesty's Secret STR 2 

PER 6 Service. PER 5 


AGL 3 Aesthetics: Cocktails 3 


Awareness 3 


Passive Games 2 Self Defense 4 Awareness 3 
Stealth 2 Social 2 

a . DEX 5 Other: Perform 3 

INT 7 Firearms 3 INT 5 

Philosophy 4 (Automatic Weapons 5) Philosophy 2 


Trivia: Noel Coward 4 
Other: Composition 4 


STR 2 


(Karmic Law 6) 
PER 3 


Trivia: Ghandi 4 


WIL 4 Awareness 3 WIL 2 

Cool 4 Social 5 Cool 2 

Resist 4 INT 3 Intimidation 3 

INIT 7 Security 4 ( Withering Satire 5) 
SHRUG 4 Trivia: Queen Victoria 4 Resist 2 

SAVE 8 WIL 4 INIT 8 

Personality: Celebrity (2), Sto- Cool 4 SHRUG 2 

icism (3), Moral Restriction: “a ised 4) Se ity Celebrity (2) 
— Resist 2 : Unusual Talent: Perfect Pitch (1), 


INIT 6 Moral Restriction: Asimov's Law 
SHRUG 3 (3), Compulsion: Randomly Break 
SAVE 6 into Dance Numbers (2) 


Personality: Celebrity 
(2), Moral Restriction: Asi- 
mov's Law (3), Obesity (2) 


Mother Theresa (Old Maid 4) INIT 8 
A living saint... in combat Social 4 SHRUG 3 
boots. INT 5 SAVE 5 

AGL 2 Philosophy 3 Personality: Celebrity (2), 


Self Defense 2 (Theology 5) Dumb Luck (2), Courage, 
DEX 2 Trivia: Mother Theresa 4 Addiction: Cigars (1), Compul- 

Firearms 2 WIL 4 sion: Charity (3), Moral 
STR 1 Cool 2 Restriction: Asimov's Law (3) 
PER 6 Intimidation 4 

Awareness 4 (Fear of God 6) 


Passive Games 2 Resist 4 


Jean Paul Sartre 
A French philosopher who 
ponces around in his black 
polo neck, filling every- 
one's heads with his 
theories about the bleak- 
ness of existence and absurdity 
of the cosmos. 

AGL 3 


St. Francis of Assissi 
There's only two kinds 
from Assisi: steers and 
queers. Which one is 

he? 


AGL 2 
Self Defense 2 


Self Defense 2 (War Ferrets 4) 
(Existential-fu 4) DEX 2 
DEX 3 Santa Active Games 1 
Firearms 2 Claus (Pin the Tail on the 


A right jolly 
old elf... 
with a biiii- 


(Ninja Throwing Berets 4) 
STR 2 
PER 3 


Donkey 3) 
Firearms 2 
(Ninja Throwing Squirrels 


Awareness 1 pee all 
Passive Games 2 AGL 5 
(Chutes and Ladders 4) Self Defense 4 
Social 2 DEX 3 ) Awareness 2 
Other: Beat Poetry 3 Craft: Toymaking 2 (His Little Animal Friends 
INT 7 Firearms 4 
Philosophy 4 STR 4 
(Existentialism 6) PER 3 (Animal Affinity 4) 
Language: French 3 Awareness 3 INT 5 
Trivia: Jean-Paul Sartre 4 (Naughty & Nice 5) Life Sciences 2 
WIL 4 Social 4 (Zoology 4) 
Cool 3 INT 3 Philosophy 3 
Resist 2 Aesthetics: Naughty & (Theology 5) 
INIT 6 _ Nice 4 Medicine 3 
SHRUG 4 Trivia: Santa Claus 4 (Veterinary 5) 
SAVE 7 WIL 3 Trivia: St. Francis of Assisi 4 
Personality: Celebrity (2), Sto- Cool 4 WIL 4 
icism (1), Moral Restriction: Intimidate 1 Cool 2 
Asimov's Law (3) (Naughty List 3) Resist 2 
Resist 4 INIT 7 
INIT & SHRUG 3 
SHRUG 4 SAVE 6 
SAVE 7 — ’ Personality: Celebrity (2), 
ELVIS: We are tough and we Personality: Celebrity (2), ; Courage, Moral Restriction: Asi- 
are mean! Charisma, Moral Restriction: Asi- mov's Law (3), Compulsion: Help 
TROUPS: Arnie Rimmer's mov's Law (3), Compulsion: Animals (2) 
death machine. Holiday Giving (2), Obesity (3) 


ELVIS: All we do is kill and slay. 

TROUPS: Don't care if we get 
blown away. 

ELVIS: A—R, Hay Hi He! 

TROUPS: A—R, Hay Hi He! 

ELVIS: Arnie Rimmer's Death 
machineeeee-aeceee- 
aeeeen! 
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Hitler 
Bad Hitler! No biscuit! 
AGL 3 

Gunnery 1 

Self Defense 2 
DEX 3 

Firearms 3 


Caligula 
Alright, this droid is just 
a screaming nutter. 
"Bring the bucket of 
soapy frogs" indeed! 
AGL 2 


STR 3 Athletics 2 
Endurance 3 Dance 2 
PER 3 Self Defense 2 
Awareness 3 DEX 3 
Con 3 Firearms 1 
Instrument: Harp 2 
Propaganda 5, : 
INT 4 a Rasputin STR 4 
Culinary Arts 1 Rasputin is another evil wax PER 5 
(Sausages 3) droid bent on destr... | hear and Con 3 
History 2 obey, my master. Seduction 2 
(World War II 4) AG FS , (Relatives 4) 
Language: German 4 ana INT 3 
(Chu (Russian 4) History 3 


Ch 6 
ean. | Self Defense 3 
(Friedrich Nietzsche 3) DEX 2 


Trivia: Hitler 4 _) a 2 
WIL 4 STR 5 


» A Endurance 3 
Intimidat 
fac : maication 3 (Cheat Death 5) 


SHRUG 4 BER 3 

SAVE 7 on.4 

Personality: Celebrity (3), aT.S es 
Charisma, Material Wealth (2), Eau guage: peesian s: 
Rank (3), Cowardice, Fanaticism: aes Rasputin 4 
Nazi Party (3), Intolerance: Good 2 


. Obsession: Invade Countries ee, 4 


INIT 6 
SHRUG 5 

SAVE 10 

Personality: Celebrity (2), 
Dumb Luck (2), Stoicism (3), 
Delusion: Invulnerable (3), 
Obsession: Vengence (3), 
Cynicism 


(Roman Empire 5) 
Language: Latin 4 
Philosophy 2 
Trivia: Caligula 4 
WIL 3 
Intimidation 3 
INIT 7 
SHRUG 4 
SAVE 7 
Personality: Celebrity (2), 
Charisma, Material Wealth (2), 
Delusion: Godhood (3), Smeg- 
head 


LISTER: Woah Woah! Hang on, hang on. Someone's being brought 
out, they're tying him to a stake. It's Winnie the Pooh. 

CAT: What? 

LISTER: Winnie the Pooh, | swear! He's refusing the blindfold. 


CAT: They're tying Winnie the Pooh to a stake? 
(Sound of gun shots) 
LISTER: That's something no one should ever have to see. 


00 <0 eae - ,. 


CAT: You really think you can clone yourself 
from your own dandruff? 

RIMMER: Why not? Dandruff has DNA in it. 
That machine has a clone facility. 

CAT: But a man made from dandruff? It's 


Dave Lister 


AGL 3 
Pilot: Cycle 3 
Pilot: Auto 3 


never going to work. The first time you 
Pilot: Transport 4 going ‘ 


take a shower with medicated shampoo, 
you'll disappear. 


DEX 4 
Active Games: Pub 4 
(Pool 6) 
Firearms 2 
Instrument: Guitar -1 
Repair 4 
STR 4 
Strength Feat 2 
Swimming 3 
PER 3 
Aesthetics: Curry 5 
Awareness 1 
Passive Games: 2 
(Strip Poker 4) 


—DNA 


Cat 
AGL 6 

Athletics (With Style) 4 
Dance (With Style) 5 

Pilot: Transport (With Style) 4 
Stealth 4 

DEX 3 

Active Games: Party 2 

Craft: Clothes 5 


INT 3 
Computer Ops. 2 
Language: Esperanto 2 
Trivia: Sports 3 
(London Jets 5) 


Firearms 2 
hi 13 STR 2 
nig PER 4 


Resist 4 
INIT 6 
SHRUG 4 
SAVE 7 


Aesthetics: Fashion 6 
Awareness 5 
Passive Games 1 


Personality: Dumb Luck (2), Unusual Tal- pagecion 
: ; Social 3 
ent: Belch American States, Bad Sense: 
: INT 2 
Taste, Delusion: Guitar God, Intolerance: 

: : Anthropology 2 
Talkie Toaster, Intolerance: Doug (Cat 4) 
McClure, Phobia: Spiders, Phobia: Bomipitter Ops 2 
Snakes, Phobia: Huge Slathering Laun- P P 
dry Hamper Monsters, Chirpy Optimism ml 3 

y mamper NVlo ; py Op enol 
Intimidation 2 
(Look Big 4) 
INIT 10 
SHRUG 3 
SAVE 5 


Personality: Acute Sense: Smell, Charis- 
ma, Gullibility, Moral Restriction: Must 
Never Be Unfashionable, Obsession: 
Personal Appearance, Pet Peeve: Rim- 
mer, Self-Conversation, Cynicism 
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Arnold Rimmer 
AGL 4 
Athletics 1 
Dance 3 
(Morris 5) 
Self Defense 2 
Pilot: Auto 3 


Pilot: Transport (With Someone Else’s 


Body) 1 
DEX 4 
Instrument: Hammond Organ 4 
Repair 2 
STR 4 
Swimming 3 
PER 3 
Aesthetics: Art 1 
Aesthetics: Instrumental Music 5 
(Hammond Organ 7) 
Awareness 3 
Passive Games 4 
(Risk 6) 
Seduction 0 
(Rachel 2) 
INT 3 
Astronavigation 2 
Computer Ops 3 
Culinary Arts 3 
History 4 
(20th Century Telegraph Poles 6) 
Language: Esperanto 1 
Mathematics 4 
Trivia: History 3 
(Dictators 5) 
Trivia: Hammond Organ Music 4 
Trivia: 20th Century Telegraph Poles 4 
WIL 2 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Smeghead, Delusion: Author- 
ity, Delusion: Persecution, Cowardice, 
Intolerance: Cat, Obsession: Anal Reten- 
tive, Obsession: Jealousy, Cynicism, Pet 
Peeve: Rastabilly Skank, Pet Peeve: 
Chirpy Optimism, Pet Peeve: Love/Hate 
Relationship with Space Corps Direc- 
tives 


KRYTEN: We will cease to be HERE, 
because none of this will have occurred. 
But we will exist back on Red Dwar, 
before all this began. With, of course, no 
memory of these events, which, of 
course, never happened. And as these 
events never happened, we will have no 
memory of them. In which case, Mister 
Rimmer, Sir, | should like to take this 
opportunity of saying that you are the 
most obnoxious, trumped-up, farty little 
smeghead it has ever been my misfor- 
tune to encounter! 


—White Hole 


Kryten 
AGL 3 
Pilot: Cycle 3 
Pilot: Transport 1 
DEX 2 
Craft: Sewing 4 
STR 5 
Strength Feat 4 
PER 2 
Aesthetics: Technical Design 2 
Awareness 3 
Social 3 
INT 6 
Anthropology 2 
Astronavigation 2 
Computer Ops 4 
Culinary Arts 4 
Language: Binary 10 
Language: All Others 4 
Trivia: Bureaucracy 3 
(Space Corps Directives 5) 
WIL 2 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Acute Sense: Zoom Eyes, 
Moral Restriction: Asimov's Law, Obses- 
sion: Cleanliness, Obsession: Servitude, 
Fanaticism: Silicon Heaven 


30 ven! IT’S SCARY. 


or and fe ature. 
UC could Hh We 


BODY PLATING IN YOUR CHOICE OF BUTLER BLACK, 
JET BLACK or REALLY REALLY BLACK! 


Go-Faster Stripes and Groinal Socket Ashtray Attachment Extra. 


piva-cRoio”~OSts« SERVICE ME 


INTERNATIONAL The 


Like a South African diamond miner with |F>====s 
an uncomfortable walk, the fifth season of | 
Red Dwarf is crammed full of gems. Every- 
thing from the writing to the set design 
displays a certain level of creative comfort 
born of time and trial. The characters click, 
the wheels are greased, the cogs are...er, 
3/ doing whatever it is that cogs do. As any 
middle piece of any saga should do, Series 
V seems to showcase an evolved relation- 
ship between the main characters and their 
environment. The female Holly returns for 
|| her third and final series as the crew’s faith- 
> {| ful and scatterbrained A.I., and the old JMC 
= {| Red Dwarf is seen for the last time (to be 

1| replaced by the nano-rebuilt Red Dwarf at 

#i| the end of Series VII). There is no real cen- 
tral theme in terms of a campaign-style plot 
thread; rather each episode stands alone as 
a classic (and fully playable) story. With any 
luck, your players will breeze along in their 
own fifth series as easily. 


HOLOSHIP 


Mission Profile 

The appearance of the hologramatic exploratory 
vessel Enlightenment heralds an R.A.O., or Rimmer 
Advancement Opportunity. It's also an opportunity for 
the crew to pull another old crewmate or two out of 
holo-storage. But first, Rimmer must depose an exist- 
ing crewmember from the Enlightenment's roster in a 
test of intelligence like no other. A mind-patch seems 
just the ticket, until the experiment fails (and Rimmer 
falls in love with his opponent, the lovely Commander 
Nirvanah Crane). When Rimmer is faced with an 
opportunity to gain respect, acceptance and intellectual 
fulfillment, but without his love, he resigns the new post 
and has Crane reinstated, departing the Enlightenment 
with the corniest romance movie line ever. 


Bring it On 

If you love holograms, this 
is your episode. The holoship 
Enlightenment is a_ veritable 
playground for your light-com- 
posed crewmates, full of 
annoyingly arrogant erudites 
and constant... guilt-free... 
Sex. 

Where were we? 

You may want to use the 
plot from Holoship to drive a 
similar story in your campaign. 
Perhaps a hologram in your 
crew is fed up, and the Enlight- 
enment comes to offer 
intellectual challenge and sexual ecstasy. If you have 
no holograms, perhaps the Enlightenment shows up to 
study your crew's piece-of-smeg ship and use anal 
probes on your horrified crew. 

Perhaps you'd best skip the anal probes. 

The drawback is that not many crews are com- 
pletely made up of holograms, which means the 
meatbags in the group are left behind. The plot of Holo- 
ship is pretty specific, so rather than playing the 
episode from beginning to end, you might consider sim- 
ply raiding some of the characters and elements for 
your existing campaign. And rather than rambling on 
about plot points in Holoship, let's just cut to the chase 
and give you the specs on stuff... 


| = 


So —— 


Commander Binks 
Binks' job on the Enlight- 
enment is first contact 
with any outside lifeform, 
which is really ideal, 
seeing as how he's such an 
unbelievably smarmy git. 
AGL 3 
Athletics 5 
Stealth 5 
DEX 3 
Repair 3 
STR 3 
PER 4 
Aesthetics: Smarm 3 
Awareness 4 
Empathy 1 
Seduction 5 
Social 1 
INT 4 
Anthropology 5 
Computer Ops. 4 
History 5 
Life Sciences 6 
Mathematics 6 
Theoretical Physics 4 
Security 4 
WIL 3 
Cool 3 
Resist 4 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Rank (3), Delu- 
sion: Self Importance, Gimboid, 
Pet Peeve: Lower Life forms. 


Commander Randy 
Navaro 

Second Officer aboard 
the Enlightenment,IQ 
194. Also a high quo- 
tient of smarmy git-ness and 


Commander Nirvanah Crane 
Sultry, sexy, and with a pair of 
frontal lobes to die for (that's 
an IQ joke... er, yeah), Com- 
mander Crane loves constant 
recreational sex and Japanese 
food. 
AGL 4 

Athletics 4 

Stealth 3 
DEX 3 

Repair 4 
STR 2 
PER 4 

Aesthetics: 

Sex 4 

Awareness 4 

Empathy 3 

Seduction 6 

Social 3 
INT 4 

Anthropology 5 

Computer Ops. 4 

History 4 

Life Sciences 7 

Mathematics 6 

Philosophy 5 

Theoretical Physics 4 
WIL 3 

Cool 5 

Resist 5 
INIT 8 
SHRUG 3 
SAVE 5 
Personality: Rank (3), Charis- 
ma, Unusual Talent: Pages 
197-214 of the Karma Sutra 
Simultaneously (2). 


disco hair. 
AGL 3 
Athletics 5 
Pilot: Holoship 5 
DEX 3 
Repair 5 
STR 3 
PER 4 
Awareness 4 
Empathy 1 
Seduction 5 
Social 2 
INT 4 
Anthropology 5 
Computer Ops. 4 
History 4 
Life Sciences 7 
Mathematics 6 
Philosophy 5 
Theoretical Physics 4 
WIL 3 
Cool 4 
Resist 5 
INIT 7 
SHRUG 3 
SAVE 6 


Personality: Rank (3), Delu- 


sion: Self Importance, Pet 


Peeve: Playing 2nd Fiddle to 


that Captain Platini. 


Captain Hercule Pla- 
tini 
Although, to hear him 
pronounce it, it sounds 
more like "air-cool", 
Hercule Platini is a 
remarkably... superhuman 
hologram with an IQ of 212. It 
is widely believed that, in the 
privacy of his cabin, this 
stone-faced, charismatic holo- 
captain rocks out! 
AGL 3 
Athletics 5 
Pilot: Holoship 5 
DEX 2 
Firearms 1 
(Blow Dryer 3) 
Instrument: Air Guitar 7 
Repair 5 
STR 3 
PER 4 
Aesthetics: Hair 4 
Awareness 4 
Empathy 2 
Seduction 6 
Social 2 
INT 5 
Anthropology 6 
Computer Ops. 5 
History 5 
Language: Esperanto 5 
Language: C++++ 5 
Life Sciences 8 
Mathematics 7 
Philosophy 5 
Theoretical Physics 4 
Security 4 
Trivia: Hair Metal Bands 6 
WIL 3 
Cool 6 
Resist 5 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Rank (3), Charis- 
ma, Delusion: Self 
Importance, Fanaticism: Def 
Leppard (3). 
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Deck Sergeant Sam Murray 
Good ol' Sam. Yessiree. Old 
dependable, happy-go-lucky Sam 
Murray... You will give him more 
than three seconds of screen 
time, won't you? 
AGL 4 
Athletics 5 
Pilot: Shuttle 3 
Self Defense 3 
DEX 3 
Repair 4 
STR 3 
Climbing 4 
Swimming 4 
PER 4 
Aesthetics: Kung Fu Movies 4 
Awareness 4 
Social 3 
INT 3 
Computer Ops. 4 
Life Sciences 4 
Mathematics 4 
Philosophy: Kung Fu 4 
Theoretical Physics 4 
WIL 3 
Cool 4 
Resist 4 
INIT 8 
SHRUG 3 
SAVE 6 
Personality: Rank (1), Charisma, 
Fanaticism: Kung Fu Movies (2), 
Pet Peeve: Running 
out of Medicated 
Shampoo. 


Commander Natalina 
Pushkin 
First Officer aboard 
the Enlightenment, IQ 
201. An enigmatic 
composite of Russian 
poutiness and intellectual arro- 
gance—what a combo! 
AGL 3 
Athletics 4 
Pilot: Holoship 5 
DEX 2 
Repair 6 
STR 3 
PER 4 
Awareness 4 
Empathy 2 
Seduction 5 
Social 3 
INT 5 
Anthropology 4 
Computer Ops. 5 
Life Sciences 5 
Mathematics 5 
Philosophy 5 
Theoretical Physics 3 
WIL 3 
Cool 4 
Resist 5 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Rank (3), Charis- 
ma, Delusion: Self 
Importance, Pet Peeve: Being 
Turned Down For Sex By 
Arnold Rimmer. 
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SERIES V 


Enlightenment 

More information on the holoship 
Enlightenment can be found on page 79 of 
Red Dwarf — The Roleplaying Game 


Lieutenant Harrison 
When revived to audition 
for the post of Rimmer's 
replacement hologram, 
Harrison decided she 
rather enjoyed being 
dead. 

AGL 4 

Athletics (Equestrian Sports) 5 
Dance (Ballet) 5 

Pilot: Shuttle 3 

Self Defense 3 

DEX 3 

Repair 3 

STR 2 

PER 4 

Aesthetics: Ballet 4 
Awareness 5 

Social 4 

INT 3 

Computer Ops. 4 

Life Sciences 2 

Mathematics 3 

Theoretical Physics 3 

Trivia: Ballet 5 

WIL 3 

Cool 3 

Resist 3 

INIT 8 

SHRUG 3 

SAVE 6 

Personality: Rank 1, Fanati- 
cism: Horses 2, Pet Peeve: 
Curries (And Their After- 
Smell). 


Type: Holoship 
Size: Large 
Crew: 4 (2,000) 
SPD 3 

MAN 2 

SHL None 

HUL None 
Weapons: None 


Mindpatch 

An experimental process whereby the knowledge of one or 
more persons is spliced into the synaptic network of another... or 
something. Facilitated by the life experience stored on the person- 
ality discs used for hologramatic generation, the process 
works best when the end user is a hologram as well, and 
effectively erases the contributor disc(s). And, short of 
classic rejection syndrome, the user should be able to 
discern a_poly-dri-doc-deca-wee-hedron-a-hexa-sexa- 
hedro-adicon-a-di-bi-dolly-he-deca-dodron with no 
trouble at all. 

Reality Check: Mind patching effectively doubles 
the skill ratings of the recipient for 2D6 hours, at the end 
of which the player must roll 1D6. On a result of 5 or 6, 
the character picks up a random insanity — roll on the 
Space Madness Table, RDRPG pages 122-123 (or 
RDAIS center panel). 
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THE INQUISITOR 


Mission Profile 
The ultimate simulant, on a mission to purge the temporal eigen The Inquisitor 

of ne'er-do-wells, slugabouts, layabeds, and otherwise "worthless (page 92, RDRPG) 
life forms, comes to judge the Red Dwarf crew. While this might ordi- AGL6 ; 

narily spell disaster for space-losers like Dave Lister, the Inquisitor 
didn't count on a clever plan, some time travel, and a hand from the 
alternate Lister. No, really. 
His severed hand. Gross, 
innit? In the end, it is the 
Inquisitor who is erased from 
time, and Dave will never be 
caught short-handed again. 
Ugh. Sorry. 


Bring it On 

The Inquisitor is the best 
episode for letting your crew Strength Feat 2 
have fun with the time PER 6 
stream, hands down. Ugh. Awareness 6 
Sorry again. This story can be run as televised, with the Inquisitor Empathy 6 
showing up to hold his court and making the characters justify their JJ INT 8 


Gunnery 3 
Self-Defense 6 
Stealth 2 
Pilot 5 
DEX 6 
Computer Ops 6 
Firearms 6 
Repair 8 
STR9Q 
Climb 3 
Endurance 4 


respective existences. Unfortunately, the ingenious plan featuring a History 10 
stolen, reprogrammed time gauntlet and Kryten's best line ever, will Language 10 
make the outcome somewhat predictable. Instead, why not play Life Sciences 6 
around with alternate possibilities for ridding the universe of the ter- Mathematics 10 


ror that is the Inquisitor? Medicine 5 
5 : ' Philosophy 3 
e Use the time gauntlet to zap the Inquisitor back to his state prior ea Physics 9 


to becoming the Inquisitor. Reprogram him, or kill him with WIL 6 


shooty things and loud blowy-up stuff. Cool 5 
e Use some other time travel method to go back to the military Intimidation 6 
assembly line and destroy the facility, thereby eliminating all sim- Resist 4 


ulant threats. Keep in mind that any friendly sims in the crew will J] INIT 12 

cease to exist. SHRUG 8 
SAVE 15 
Fear Factor 0 


Engage the Inquisitor in a heated debate on the merits of rela- 
tivist polytemporal exclusion theory and its obvious superiority to 
that dated absolute polytemporal exclusion 
nonsense. Then, when he's not looking, hit 
him with a large mallet. 


e Strap a remote atomic power pack to a leaky 
microwave, duct tape it to a humanoid mem- 
ber of the crew and confront the Inquisitor 
with a nice electromagnetic pulse. It will 
either cook him unevenly or shut him down 
(as well as any other non-shielded simulants, 
mechanoids, cybernetics, vending machines 
and Rimmer munchkin droids). 
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SERIES V 


The Trial 


When it comes time for your 
crewmembers to face themselves 
in judgement, you certainly don't 
want them to hold a self-conversa- 
tion and get off free and clear. 
Here is where you get to shine as 
an impressionist and Al, taking the 
smeg while furthering the story. 

Go round the table, addressing 
each character, mimicking the 
character's mannerisms and tone 
as closely as possible. Don't worry 
if you don't get it perfect — it's all 
about the effort. Arbitrarily make 
each player justify his character's 
existence, and don't be afraid to 
pull something out of thin air that 
the player may not have thought 
about: 

"What about all the endless 
hours wasted away playing 
Bazookoid Blaster on the Games- 
tation?" 

Most players, when confronted 
with improvised trivia like this, will 
be happy to play along: 

"Hey, | got the regional pub 
high score, twenty dollarpounds 
and free pints for a week!" 

As long as it doesn't tread too 
heavily on their actual character 
history, you should be just fine. 
After everyone has justified his 
existence (or not), begin the tem- 
poral erasure (and don't forget to 
break these chains of love). 

If you have prepared alternate 
characters in advance, you can 
pass them out to the players 
whose characters were deleted 
and watch them mutter and plot 
your — | mean the Inquisitor's 
demise. 


Laser Chainsaw 

Previously unavailable! Amaze 
your friends with your newfound 
woodcutting prowess! The Laser 
Chainsaw cuts through most any 
substance, and 
never needs sharp- 
ening. 


Skill: Self Defense 
WR 4 


CAUTION: Always’ use 
proper eye protection and 
point away from face. 


Inquisitor Time Gauntlet 
(RDRPG, pages 92-93) 

The Time Gauntlet requires a 
Theoretical Physics or Firearms 
check each time it is activated. 

Control: Any creature or 
machine (Firearms skill, duration 
2D6 rounds). 

Time Travel: The most amazing 
party trick ever! (Theoretical Physics 
skill, user may travel anywhere in 
time, with a -2 Theoretical Physics 
check to return safely). 

Time Freeze: Creates a stasis 
field around the target (Firearms 
skill, 2D6 rounds duration). 

Age Immolator: Alters the target 
to any age within its own life cycle or 
time stream (Firearms skill, target is 
-2 to all skill checks until the condi- 
tion is reversed). 


AGERBRI 
Woy ae” 


TERRORFORM 


“Mission Profile 
What happens when a man-made planet conforms Self-Loathing 

© the psyche of the most dysfunctional member of the 
crew? A whole lot of stripping, oiling, licking and other 
horrors! So how is being stripped, licked and oiled by 
nubile maidens horrible? Well, it isn't specifically the 
Stripping, licking and oiling, per se, nor the large quattro 
formaggio pizza with extra olives that comes afterward. 
It's the twelve-million-volt blast of electricity straight 
_Afom the mouth of one's own Self-Loathing that can real- 
ly put a damper on one's space holiday. With Rimmer 


‘ at,the mercy of his own emotional-state-gone-horribly- If you include a Self-Loathing Beast (aka 

_pear-shaped, it is up to the rest of the crew to boost his "The Master"), it must be tailored to the pri- 
self esteem and make a hasty getaway. mary guest's level of self-hate. For its basic 

x : form, feel free to use the Creature Design 

Bring it On Toolkit (Extra Bits Book, p.19). In terms of 

“ _ Terfrorform is one of those episodes with plenty of stats, we'd highly recommend that they 
elements to raid for an adventure of your own. From the range from "invulnerable" to "run away!" 
nifty mechanoid ability to make a remote "taranshula" depending on the current level of esteem. 


drone otit of miscellaneous body parts, to the oddball Best to play this creature by the seat of your 
creatures made manifest from the psyche of the primary more-than-competent pants. 
guest, this story really showcases everything that is 
ary about an amusement park that caters to your sub- 
conscious. The basic plot is easy enough to adapt to 
your existing campaign: 


e Upon investigating, the crew will encounter all sorts 

of bizarre creatures based on their captive com- 
7 rade's various personality traits. Some are positive 
4 « Acouple crewmembers decide to check out an S- and others negative. All are just a bit unsettling. 


type planet in the vicinity (not knowing it is in fact a 
wee y ( g e If the crew can find their mate and manage to boost 


sy-moon). 
oa ) his ego to the point where the good side of his sub- 
“4 e The ship crashes, and the crewmember with the conscious can keep the monsters at bay, they can 
most smegheaded psych profile is taken away. make their escape. Roll credits. 
“The remaining crewmember sends word back to the A complete description of the Psy-Moon can be 
“ _ others that so-and-so's gone missing. found in Red Dwarf—The Roleplaying Game, pages 


107-108. 


Mechanoid “Taranshula” Remote Drone 
Any 4000 Series mechanoid (or later model) has the ability to remove a hand and send it for help in emer- 
gency situations. The addition of an eye makes sure the little cutie can find its way as it scuttles for assistance. 
Unfortunately, that leaves the mech in question sans hand and eye, but hey, you 
weren't using them for anything worthwhile anyway. Besides, you still have one 
of each to help you do... whatever sordid things mechanoids do when no one 
else is looking. 
The taranshula can follow simple verbal instructions, but cannot communi- 
cate except for typing on a console or warbling electronically. 
Skill: Repair 


The taranshula has the same SHRUG as the donor mechanoid, and has 2 
Wound Levels: Working Fine and Tits Up. A taranshula gone Tits Up can be 
repaired at a -2 to the Repair skill check. 


Hand Maidens 
These minions of Self- 
Loathing have one primary 
purpose — to make the 
guest of honor slippery and 
pliant (to better conduct the 
electricity). To this end, 
they use their formidable 
sensual repertoire (as well 
as an impressive selection 
of lubricants), but don't expect a lot of 
talk — or pizza afterwards. 
AGL 3 
Dance 5 

(Exotic 7) 
DEX 3 
Other: Naked Body Greasing 5 
STR 3 


Holy Legions 
The hooded soldiers of The Master, 


PER 5 the Legions carry out his evil will. 
Aesthetics: Oils 5 AGL 4 
Awareness 3 Self Defense 4 \ \ 
Seduction 6 Stealth 4 
INT 3 Pilot: Cart 3 
WIL 3 DEX 3 . 
Cool 5 Craft: Knotwork 3 x 
INIT 8 STR 4 
SHRUG 3 PER 3 
SAVE 6 Awareness 4 \ 

Security 4 

INT 3 

\ 

Esteem Musketeers ee \. 
In Terrorform, these valiant warriors ieimidation 4 
were created from Rimmer's self- INIT 7 . 
confidence and self-respect, but can SHRUG 4 \ 


easily be any positive quality in the 
psyche of the primary guest. 

AGL 4 

Athletics 5 

Self Defense 4 

(Fencing 6) 

Other: Agility Feat 3 
DEX 3 

STR 3 

Endurance 4 

PER 4 

Awareness 4 

INT 3 

WIL 3 

Cool 5 

Intimidation 4 

INIT 8 

SHRUG 3 

SAVE 6 


SAVE 7 


QUARANTINE 


“Mission Profile research station, one insane 


The crew happens upon a | Dr. Hildegard Lanstrom hologram with hex vision 
long-abandoned viral research [J 'winkle twinkle, little eye... ayy” . (and perhaps a penguin 
“station? Abandoned that is, ff OW it's time for you to die.” hand puppet), and a confis- 
save for the brilliant hologram, [J “What a complete loon. cated case o' distilled 
Dr. Hildegard Lanstrom. And AGL 2 viruses (luck, sexual mag- 
Ay "brilliant", we mean "com- Self Defense 3 netism, reverse flu, etc). 
pletely fruitbaskets insane." If DEX 3 Nee The quarantine thread is 
only the guys hadn't been ff STR 2 Ay appropriate if the crew is 
Aeasing Rimmer so merciless- || PER 4 ; ’ having a row about direc- 
ly about his oft-misquoted Aesthetics: Being Scary 4 tives and procedures, and can lead to 
Space Corps Directives, he Awareness 5 some interesting character develop- 
_might not have been quite so J INT 5 ment if your players aren't all combat 
hasty to lock them in quaran- Computer Ops. 4 monsters. But what if there's no holo- 
tine with only minimal Life Sciences 6 gram in the crew to get infected and 
récreational facilities and Mathematics 5 wear gingham and pigtails? Simply 
“ sprouts for every meal. If only Theoretical Physics 5 make Dr. Lanstrom's runtime longer, 
he hadn't contracted Trivia: Obscure Literary Refer- and forget about quarantine. Nothing 
Lanstrom's holovirus. If only ences 4 breaks up a tedious campaign better 
“he'd chosen khaki over ging- f] WIL 3 than being chased around a viral 
ham to wear with combat Cool 4 research station by an insane teleki- 


boots. If only the other Intimidation 5 netic hologram shooting lasers out of 
Arewmembers had brought Resist 4 her eyes. 
back Lanstrom's luck vir — [J INIT 6 Of course, if you really want to 
hey! What's this blue liquid in JJ SHRUG 3 torment your players, you can run the 
Ahe hypo? SAVE 5 quarantine angle by making them roll 
a. Personality: Rank (2), Fanaticism: a Social check every four hours spent 
Bring it On Being a Nutbar, Pet Peeve: People in isolation. Every time someone fails 
( Quarantine offers some |] Who Run Away Screaming — No, a Social check, roll for effect on the 
“unique twists and shtick to add [] Wait. | Love That. Quarantine Less-Than-Ideal Result 


into your Red Dwarf cam- }f Fear Factor 0 Table, found on the next page. 
paign. Following the plot hook 
for hook is probably not really 
the most interesting way to go about it, although you 


can do that with just about any episode. All you really Viruses ; ; 
need is to mine the various components: one viral A detailed look at viruses can be found in Red 


Dwarf—The Roleplaying Game, pages 117-121 


Luck Virus 
Duration: 2D6 minutes 
Effect: Treat subject as having Dumb Luck for 
every skill check; others as per Al discretion 


Useful Bits 


The following bits of 
gear also appear in Quar- 
antine. Details can be 
found for each within the 
pages of Red Dwarf — 
The Roleplaying Game. 

Fire Axe, page 75 

(WA 0 WR 3) 


Sexual Magnetism Virus 
Duration: 1D6x10 minutes 
Effect: Subject is irresistible to those who are 
normally wired to be attracted to subject's gen- 
der. Treat Seduction skill as only failing on a 
result of 12, with no opposed Resist check. 


Reverse Flu 
Duration: 4D6 hours 
Effect: Unaccountable feeling of happiness and 
wellbeing; +1 to all Social & Empathy checks 


2D6 Quarantine Less-Than-ldeal Result 


; Insane Rimmer 
2 | Lucky you — Kumbaya ‘round the campfire, if one trav Ri Need 
everyone okay with your off-key folk singing. yourwish tosporiay” Rimmer (ob indeed any 


hologram) infected with the holovirus, simply 
Noxious bodily gasses lay character out cold use the character stats as given for Series V, 
for 1D6 hours. adding the following abilities: 
4] Black eye. Roll successful Self Defense skill Hex Vision 
check or take 1 Wound. 


Intense beams of electrical energy; WA 
Can of lager stuck where sun don't shine. Roll +1,WR5 


successful Repair or Medicine skill check or 


take 1 Wound. Telepathy ; 
Hologram's Cool vs subject's Resist — if 


successful, hologram can read the 
thoughts of any subject within 900 meters, 


up to ten minutes’ duration or until a new 
Trying to play chess with so many missing subject is targeted. 


pieces has made you go a bit spare. Roll on 


Telekinesis 
the Space Madness Table (RDRPG, pages 
122-123; Al Screen, center table). With successful Cool check, hologram 


can move objects up to 5 x WIL in pounds 
as far as 5 x WIL in meters. 


Head stuck in lav. Must be panel-beaten back 
into shape. Roll successful Repair or Medicine 
skill check or take 1 Wound. 


Go on a magic carpet ride to see the King of 
the Potato People and plead for your life. 
What was in that bathtub hooch, anyway? A detailed description of the Holovirus can be 
Wake up with a severe hangover and a ran- found in the RDRPG, pages 119-120. 

dom insanity. Roll on the Space Madness 

Table (RDRPG, pages 122-123; RDAIS, center 

table 


Sprouts at every meal give you severe bowel 
issues. 1 automatic Wound, and the character 
develops a sprout phobia. 


Arm broken extracting own fist from crew- 
mate's face. 1 automatic Wound. Roll hi-lo for 
left or right arm. Be sure to remember any 
appropriate penalties for off-hand weapon use 
and a -2 penalty to any DEX skill for 1D6 
weeks. Now the good part: roll randomly or 
nominate a crewmate for the fist-in-head treat- 
ment. Crewmate suffers 1 automatic Wound, 
is laid out for 1D6 hours, and awakens with a 


Mister Flibble (as 
Rimmer extension) 
AGL 4 


random insanity. Roll on the Space Madness DE a Defense 4 

Table (RDRPG, pages 122-123; Al Screen, * 

center table Hex-Vision 4 
STR 5 


Head stuck deeply in lav. Takes 1D6 hours to PER 4 
extract. 1 automatic Wound. Human skulls INT 2 
especially aren't designed to fit through the U- WIL 3 


bend. Cool 2 
Everyone is sick of you being tetchy. All other Intimidation 3 
crewmembers roll 1D6: 1-3 cold shoulder and Resist 4 
a harsh look; 4-6 a right sound pummeling (1 INIT 7 
automatic Wound). Yes, that's EACH SHRUG 3 
crewmember. If you didn't want to end up in SAVE 6 

the infirmary, maybe you shouldn't have criti- Fear Factor 0 
cized Fido's crocheted hat. 


DEMONS & ANGELS 


“Mission Profile 
For cryin’ out loud, how many cosmic cock-ups do 
( you need to barely survive before you 
keep Kryten away from the experi- 
mental hardware? Things go 
horribly awry when Kryten's 
variation on the Matter Pad- 
dle, a triplicator meant for 


4 (uh... carry the one) 
ff” TRIPLING the Red 
J Dwarf food stores, 

/ accidentally creates 


two copies of the ship 
and her crew. One 
version is the very 
best — all that is 
good and holy and 
beautiful, including 
edible pot noodles! 
“The other is like the Glasgow red light district after dark. 
The problem is that the prime Red Dwarf is destroyed, 
and only components from BOTH alternate triplicators 
Can be-used to reverse the process and re-combine the 
highs and lows into the good ol' Small Rouge One. 
Bring it On 
at Of any episode in Series V, this one is possibly the 
best suited to roleplaying right off the page. The plot 
yogis are as follows: 


e Cool invention goes hinky — reality split into thirds. 

One ship and its crew are the best aspects of 

A humanity, technology and interpretive dance. The 
JMC Red Dwarf (High Version) 

All that is best in the Space Corps, the high Red 
Dwarf includes a poetry deck, a massage deck, and 
all vending machines dispense edible pot noodles. 
Heaven! 

Size: Bloody Huge 

Crew: 3, or Al "autopilot" (1,169; one hologram; 

ship's Al) 

SPD 0 

MAN 0 

SHL 15 

HUL 45 

Weapons: None 


other is made up all that is base and foul and horri- 
ble — how else can you 
explain a fridge full of 
cinema hot dogs? 


Primary ship goes 
boom. 'Nuff said. 


e Crew must locate 
components from 
both "high" and 
"low" ships and 
reconstruct the 
doohickey _ to 
re-combine 
realities (all the 
while trying to 
avoid trouble 
with the lows). 
You can use 
the triplicator 
from the episode, or roll up a new device on the 
Very Important Item Generator (RDEBB, page 
13). 


Now, while we realize each crew will have different 
high and low versions, we simply couldn't pass up the 
opportunity to give you the stats for the high and low 
canon crewmembers. These can be handy any time 
you want to have a timeline crossover and introduce a 
variant canon character into your own sordid dimension. 
We've also included a few of the technological bits and 
bobs from the show for easy reference. 


JMC Red Dwarf (Low Version) 

The low version of Red Dwarf is a wreck of mal- 
functioning systems, horror videos and coolers full of 
cinema hot dogs. Aieeee! 

Size: Bloody Huge 

Crew: 3, or Al "autopilot" (1,169; one hologram; 

ship's Al) 


SPD -2 

MAN -2 

SHL 5 

HUL 35 
Weapons: None 


Cat (High Version) 
AGL 6 
Athletics (With Love) 
4 
Dance (With Grace) 5 
Pilot: Transport (With 
Harmony) 5 
DEX 3 
Craft: Weaving 5 
Other: Juggling 6 
STR 2 
PER 4 
Aesthetics: Spiritual 
Enlightenment 6 
Awareness 5 
Empathy 5 
Passive Games 1 
Seduction 2 
Social 3 
INT 2 
Computer Ops 3 
Philosophy 6 
WIL 3 
Cool 3 
INIT 10 
SHRUG 3 
SAVE 5 
Personality: Acute 
Sense: Smell, Gulli- 
bility, Moral 
Restriction: Vegan 
Diet, Compulsion: 
Brotherly Love, Com- 
pulsion: Always 
Wear Sandals, 
Chirpy Optimism 


Lister (High Version) 
AGL 3 
Dance 2 
Pilot: Cycle 3 
Pilot: Transport 4 
DEX 4 
Craft: Sewing 2 
Firearms 3 
Instrument: Harp 3 
Repair 4 
STR 4 
Swimming 3 
PER 3 
Aesthetics: Curd 5 
Awareness 2 
Empathy 5 
Other: Performance 3 
INT 3 
Computer Ops. 2 
Culinary Arts 4 
(Vegan 6) 
Language: Esperanto 


Philosophy 5 

WIL 3 
Cool 4 
Resist 3 

INIT 6 

SHRUG 4 

SAVE 7 

Personality: Dumb 
Luck (2), Gullibility, 
Moral Restriction: 
Vegan Diet, Delu- 
sion: Universal 
Harmony, Chirpy 
Optimism 


Rimmer (High Version) 
AGL 4 
Dance 3 
(Interpretive 5) 
DEX 4 
Craft: Crystal Jewelry 
4 
Instrument: Bongos 4 
Repair 2 
STR 4 
Swimming 3 
PER 3 
Aesthetics: Art 4 
Aesthetics: Poetry 5 
Awareness 3 
Empathy 4 
Other: Performance 3 
(Mime 5) 
INT 3 
Astronavigation 3 
Computer Ops 3 
Culinary Arts 3 
History 5 
Language: Esperanto 


Mathematics 5 
Philosophy 4 

WIL 2 

INIT 7 

SHRUG 3 

SAVE 6 

Personality: Delusion: 
Universal Harmony, 
Moral Restriction: 
Vegan Diet, Compul- 
sion: Brotherly Love, 
Compulsion: Always 
Wears Sandals, 
Chirpy Optimism 


Kryten (High Version) 
AGL 3 
Dance 1 
Pilot: Cycle 3 
Pilot: Transport 2 
Other: Mechanoid 
Yoga 5 
DEX 2 
Craft: Sewing 5 
Instrument: Triangle 7 
STR 5 
PER 2 
Aesthetics: Fine Art 5 
Awareness 4 
Empathy 6 
Social 6 
INT 6 
Anthropology 5 
Astronavigation 2 
Computer Ops 5 
Culinary Arts 5 
Language: Binary 10 
Language: All Others 
5 
Life Sciences 4 
Medicine 4 
(Herbal Remedies 
6) 
Philosophy 5 
Theoretical Physics 1 
WIL 2 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Acute 
Sense: Zoom Eyes, 
Gullibility, Moral 
Restriction: Asimov's 
Law, Moral Restric- 
tion: Vegan Diet, 
Delusion: Universal 
Harmony, Compul- 
sion: Brotherly Love, 
Compulsion: Always 
Wears Sandals, 
Chirpy Optimism 


AO 5: 2 LT eee 


SERIES V 


Cat (Low Version) 
AGL 6 
Athletics (With Anger) 
2 
Dance (With Con- 
tempt) 3 
Pilot: Transport (With 
Help) 2 
Self Defense 5 
DEX 3 
Craft: Taxidermy 5 
STR 2 
Strength Feat 4 
PER 4 
Aesthetics: Meat 6 
Awareness 5 
Con 3 
Passive Games 5 
Seduction 4 
INT 2 
Computer Ops 3 
WIL 3 
Cool 3 
Intimidation 5 
Resist 4 
INIT 10 
SHRUG 3 
SAVE 5 
Personality: Acute 
Sense: Smell, Moral 
Restriction: All Meat 
Diet, Compulsion: 
Violence, Compul- 
sion: Drooling, 
Cynicism, Delusion: 
Universal Dystopia 


Lister (Low Version) 
AGL 3 
Pilot: Cycle 3 
Pilot: Transport 4 
Self Defense 5 
DEX 4 
Craft: Duct Tape 2 
Firearms 3 
Repair 1 
STR 4 
Strength Feat 4 
PER 3 
Aesthetics: Pain 5 
Aesthetics: Horror 
Movies 5 
Awareness 3 
INT 3 
Computer Ops. 2 
Culinary Arts 4 
(Cinema Hot Dogs 
6) 
Language: Esperanto 


WIL 3 
Cool 4 
Intimidation 4 
Resist 3 

INIT 6 

SHRUG 4 

SAVE 7 

Personality: Dumb 
Luck (2), Delusion: 
Universal Dystopia, 
Cynicism, Gimboid, 
Obsession: Other 
People's Pain, Ner- 
vous Tic, Obnoxious 
Giggle 


Useful Bits 


The following bits of gear also appear in 
Demons and Angels. Details can be found for 
each within the pages of Red Dwarf — The 


Roleplaying Game. 


Holowhip, page 59 (WA +1, WR 2) 
Spinal Implant Chip, page 64 


Triplicator, page 69 


Rimmer (Low Version) 
AGL 4 
Self Defense 6 
(Holowhip 8) 
DEX 4 
Craft: Body Piercing 5 
Repair 1 
STR 4 
PER 3 
Aesthetics: Pain 4 
Aesthetics: Humiliation 
5 
Awareness 3 
Con 5 
Seduction 5 
INT 3 
Astronavigation 3 
Computer Ops 3 
Culinary Arts 3 
History 5 
Mathematics 5 
Philosophy 4 
(Nihilism 6) 
WIL 2 
Cool 5 
Intimidation 5 
Resist 4 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Delusion: 
Universal Dystopia, 
Moral Restriction: 
Violence—Must 
Commit, Compul- 
sion: Ravenous 
Carnal Defilement, 
Compulsion: Multiple 
Piercings, Cynicism 


Kryten (Low Version) 
AGL 3 
Self Defense 6 
Pilot: Transport 2 
DEX 2 
Craft: Velvet Painting 
5 
Instrument: Own Head 
7 
STR 5 
Strength Feat 5 
PER 2 
Awareness 4 
Con 5 
INT 6 
Anthropology 5 
Astronavigation 2 
Computer Ops 4 
Culinary Arts 2 
Language: Binary 6 
Language: All Others 
2 
Life Sciences 3 
Medicine 3 
(Exploratory 
Surgery 5) 
WIL 2 
Cool 3 
Intimidation 5 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Acute 
Sense: Zoom Eyes 
—work 50% of the 
time, Delusion: Uni- 
versal Dystopia, 
Cynicism, Gimboid, 
Obsession: Other 
People's Pain, Ner- 
vous Tic 


Mission Profile 

The crew discovers a marine 
seeding vessel abandoned on an 
ocean world, which sounds kind of 
nifty until they find that everyone on 
board committed suicide — even 
the fish. And it gets worse as a giant 
aquatic monster arrives to do one of 
three things: kill them, eat them or 
hump them. Can the crew escape 
the Despair Squid? Does it matter, 
considering they're really just renegade players in the 
Red Dwarf Total Immersion Video Game? And with a 
high score of 4% in four years of play, and real identities 
consisting of a traffic cop, a fascist killer, a hobo 
smelling of yak pee and — gulp — Duane Dibbley, is it 
any wonder they want to end it all? 


Bring it On 

Back to Reality has the most elaborate car chase 
scene never shown on television. Aside from that, the 
episode has some interesting character issues to 
explore, in addition to the potential confrontation with 
the Despair Squid. If you choose to follow the plot to the 
letter, you'll need to develop alternate characters for 
your crew — preferably characters that are the opposite 
of those normally played. When the screen flashes 
GAME OVER and the Total Immersion masks come off, 
watch the looks on your players' faces as you hand 
them their new characters. 

As in the episode, make sure one of them is want- 
ed by the authorities (so there is an excuse to come 
after the party with guns a-blazing). You might force an 
encounter with a government agent or a surly game 
attendant, just to get them in the mode of character 
acceptance. Keep them in the game-within-a-game as 
they are discovered by the fascist police and chased 
with everything from cars to motorcycles to helicopters. 


i | Gradually increase the > 
. pressure until they begin 
4 se , to feel there is no hope 
\ a ee ‘s = left, and then... hit the» 
We». | Ye) oxygen. That's right, Al 
ij eS Sr to the rescue. Let them 
a know that there is no\, 
‘ : game without your 
y MT ah charming mug, gS 
i = They'd all be squid chow. 
: 7 if not for you. Pure oxy- 
gen will combat the effects of the Despair Squid's / 
depressive ink, allowing the characters to snap out of 
their stupor. Now playing their old characters again, 
your players may appreciate the opportunity to dispatch 
the squid themselves as opposed to the Holly-gives-it, 
the-limpet-mine-treatment. Once the squid is » 
destroyed, the crew will have enough fried calamari to 
fill a trendy California seafood buffet for a hundred 
years. \ 
SSS Esperanto 
More information on the Esperanto can be 
found on page 80 of Red Dwarf — The Roleplay- 
ing Game 
= =? 
ES | § 7 
4 
BE 
oS 
Type: Nautical-class seeding vessel 
Size: Large 
Crew: 3 (400) 
SPD 0 
MAN 1 
SHL 3 
HUL 30 
Weapons: 
Laser Canon (1, turret); WA+1, WR8. 


Limpet Mines (50); WAO, WR10. 


AO 5: 2 LT eee 


Despair Squid 
Information on the 
Despair Squid can be 
found on page 89 of Red 
Dwarf — The Roleplaying 
Game 


AGL 4 
Self-Defense 3 
Stealth 2 Motorcycle 
DEX 4 Size: Small 
STR 9 Crew: 1 
Swim 4 SPD 4 
Endurance 2 MAN 3 
Strength Feat 4 SHL None 
PER 2 HUL 5 
Awareness 2 Skill: Pilot: Cycle 
INT 1 
WIL 3 
Intimidation 3 Helicopter 
— 5 Size: Small 
SHRUG 6 on 2) 
SAVE 12 MAN 3 
Fear Factor 0 SHL None 


HUL 10 
Skill: Pilot: Gyro 


ANDY: How did you get killed, then? 

KRYTEN: Some kind of squid. 

ANDY: The Despair Squid?! There's no way that 
should have killed you! Why didn't you use the 
laser cannons? It's obvious! 

KRYTEN: Starbug doesn't — didn't have a laser 
cannon capability. 

ANDY: You twonk! Use the laser cannons on the 
crashed... wotsit... Esperanto. That's how you 
get out of it! 

RIMMER: How were we supposed to know that, 
you Brummie git? 

ANDY: Esperanto. That's a clue, isn't it? Esperan- 
to — hope. Hope defeats despair. Despair — 
the Despair Squid. It's a blatant clue, isn't it? 
Blatant! If you didn't get that you must have 
been playing like puddings! 


Andy 
You wot? You, a Red 
Dwarf fan and no 
idea who Andy is? 
What a bleedin’ 
twonk! 

AGL 3 


Self Defense 3 
Pilot: Auto 3 
DEX 3 
Active Games 4 
Repair 6 
STR 3 
PER 4 


Awareness 5 
Passive Games 3 
Social 1 
INT 4 
Computer Ops. 5 
Language: English 2 
Philosophy 4 
(Videogames 6) 
Security 4 
WIL 3 
Cool 5 
Resist 5 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Puzzler, Tinker, 
Gimboid 


Limpet Mine 


WA 0, WR 10, Range: N/A 
Skill: Heavy Weapons/Gunnery 


Submachine Gun 


WA 0, WR 4, DB +3, Range: 60m 
Skill: Firearms 


Grenade Launcher Crossbow (Pistol) 


WA +1, WR 10, Range: 10km 
Skill: Heavy Weapons/Gunnery 


WA 0, WR 3, DB +1, 40m, Range: 10km 
Skill: Firearms 


Duane Dibbley 

Information on the 

Duke of Dork can be 

found on page 142 of 

Red Dwarf — The 

Roleplaying Game 

AGL 2 

DEX 5 

Active Games: Console 4 

(Parallaxis: Defenders 
of the Galaxy 6) 


Computer Ops. 5 
Life Sciences 5 


Equipment: Thermos, sand- 
wiches, corn plasters, 


Social 3 Importance (2), Moral Restriction: 
ee, oat char INT 3 Must Enforce All Traffic Laws (2) 
and one triple thick condom, Computer Ops. 5 ee control 
because you never know! Philosophy 3 
(Fascism 5) 
Security 6 
WIL 3 
Cool 4 
. : Intimidation 5 
Limousine eect 4 
Size: Small INIT 7 
Crew: 1 (7) SHRUG 3 
SPD 3 SAVE 6 


MAN 2 
SHL None 
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Facist Cop 


Aesthetics: Fascism 4 
Awareness 5 


Personality: Fanaticism: 
Fascism (3), Intolerance: 


Is this a test, Herr Voter 


Jake Bullet, Cybernau- 
tics* 

The kind of hard-living flat- 
foot who gets the job done 
by cutting corners and 
bucking authority... defi- 
nitely not just a traffic 
warden. 

AGL 3 


Self Defense 6 
STR 2 Pilot: Auto 6 
PER 3 
Aesthetics: Dork Fashion 6 ae 
esthetics: Dork Fashion Firearms 5 
Awareness 2 
E thy 2 a, 
mpauay Strength Feat 5 
Social 2 PER 3 
INT 5 


Aesthetics: Traffic Law 5 
Awareness 5 


Trivia: Nature 4 Colonel? Social 3 
(Animal Footprints 6) AGL 4 a (Streetwise 5) 

Trivia: Sci Fi 5 Self Defense 4 

WIL 3 Stealth 4 Language: Street 4 
Resist 2 Pilot: Auto 4 Other: Bureaucracy 6 

INIT 5 DEX 3 WIL 2 

SHRUG 3 Demolitions 3 Cool A 

SAVE 5 Firearms 4 Intimidation 4 

Personality: Cowardice, Dork STR 3 zee oes 4 

(-1 to all Social checks), Climb 5 Pees 

Obsession: Preparation PER 4 enc 


Personality: Rank (1), Delusion: 


Sea een 27 Es 


HUL 10 
Skill: Pilot: Auto 


People Not Voting Fascist (3), 
Obsession: Must Protect the 
State from Degenerates and 
Criminals (3) 


Billy Doyle 
The bedraggled, alcoholic half broth- 
er of Voter Colonel Sebastian Doyle. 
His cologne of choice is Eau d'Yak 
Urine, and he seems to have spent 
too much time with Sebastian's blow 
dryer. 
AGL 4 

Pilot: Cycle 4 

Pilot: Auto 4 
DEX 4 

Firearms 2 
STR 4 

Swimming 3 
PER 3 

Aesthetics: Street Liv- 

ing 7 

Awareness 4 

Social 1 
INT 3 

Computer Ops. 1 

Trivia: Famous Transients 3 
WIL 2 

Cool 2 

Intimidation 1 

Resist 3 

(Drunction 5)* 

INIT 7 
SHRUG 4 
SAVE 7 
Personality: Stoicism (1), Addiction: 
Alcohol (3), Cowardice, Cynicism 


* as per RDEBB page 6 


Sebastian Doyle 
Voter Colonel. Head of the Ministry of 
Alteration, specializing in changing live 
people into dead ones. He is rumored 
to have disappeared on a retreat to 
cleanse himself... but really he just 
needed some extra time with the blow 
dryer. 
AGL 3 

Pilot: Cycle 4 

Pilot: Auto 4 
DEX 4 

Firearms 5 

Repair 4 
STR 4 

Strength Feat 2 

Swimming 3 
PER 3 

Awareness 5 

Aesthetics: Fascism 6 
INT 3 

Computer Ops. 3 

Trivia: History 3 

(Fascist 5) 


WIL 3 
Cool 5 
Intimidation 4 
Resist 4 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Celebrity (2), Charisma, 
Material Wealth (2), Rank (2), 
Addiction: Total Immersion 
Videogames (3), Fanaticism: 
Fascism (3), Intolerance: Peo- 
ple Not Voting Fascist (2), Moral 
Restriction: Cannot Kill Innocent 
People Anymore (2) 


* Sebastian has recently developed a con- 
science regarding his prior vocation and 
political leanings. He is now avoiding all 
aspects of his former life. 


Sea een 27 Es 
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LISTER: That's not the Red Dwarf way! One 
in trouble, all in trouble! 

CAT: The posse! 

LISTER: The Boys from the Dwarf! 

CAT: If one of us is in a fix, the home boys 
band together! 

LISTER: That's the way it is! 

RIMMER: Have you got anything in writing? 

—Demons & Angels 


Dave Lister 
AGL 3 
Pilot: Cycle 3 
Pilot: Auto 3 
Pilot: Transport 4 
DEX 4 
Active Games: Pub 4 
(Pool 6) 
Craft: Crochet 2 
Firearms 3 
Instrument: Guitar -1 
Repair 4 
STR 4 Cat 
Strength Feat 2 AGL 6 
Swimming 3 Athletics (With Style) 4 
PER 3 Dance (With Style) 5 
Aesthetics: Curry 5 Pilot: Transport (With Style) 5 
Awareness 2 Stealth 4 
Passive Games: 2 DEX 3 
(Strip Poker 4) Active Games: Party 4 
INT 3 Craft: Clothes 5 
Computer Ops. 2 Firearms 3 
Language: Esperanto 2 STR 2 
Trivia: Sports 3 PER 4 
(London Jets 5) Aesthetics: Fashion 6 
WIL 3 Awareness 5 
Cool 3 Empathy 1 
Resist 4 Passive Games 1 
INIT 6 Seduction 2 
SHRUG 4 Social 3 
SAVE 7 INT 2 
Personality: Dumb Luck (2), Unusual Tal- Anthropology 2 
ent: Belch American States, Bad Sense: (Cat 4) 
Taste, Delusion: Guitar God, Intolerance: Computer Ops 3 
Talkie Toaster, Intolerance: Doug WIL 3 
McClure, Phobia: Spiders, Phobia: Cool 6 
Snakes, Phobia: Huge Slathering Laun- Intimidation 2 
dry Hamper Monsters, Chirpy Optimism (Look Big 4) 
INIT 10 
SHRUG 3 
SAVE 5 
Personality: Acute Sense: Smell, Charisma, 
Gullibility, Moral Restriction: Must Never 
Be Unfashionable, Obsession: Personal 
Appearance, Pet Peeve: Rimmer, Self- 
Conversation, Cynicism 


AO 5: 2 LT eee 


Arnold Rimmer 
AGL 4 
Athletics 1 
Dance 3 
(Morris 5) 
Self Defense 2 
Pilot: Auto 3 
Pilot: Transport (With Someone Else’s 
Body) 1 
DEX 4 
Instrument: Hammond Organ 4 
Repair 2 
STR 4 
Swimming 3 
PER 3 
Aesthetics: Art 1 
Aesthetics: Instrumental Music 5 
(Hammond Organ 7) 
Awareness 3 
Con 2 
Passive Games 4 
(Risk 6) 
Seduction 0 
(Rachel 2) 
INT 3 
Astronavigation 3 
Computer Ops 3 
Culinary Arts 3 
History 4 
(20th Century Telegraph Poles 6) 
Language: Esperanto 1 
Mathematics 5 
Trivia: History 3 
(Dictators 5) 
Trivia: Hammond Organ Music 4 
Trivia: 20th Century Telegraph Poles 4 
WIL 2 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Smeghead, Delusion: Authori- 
ty, Delusion: Persecution, Cowardice, 
Intolerance: Cat, Obsession: Anal Reten- 
tive, Obsession: Jealousy, Cynicism, Pet 
Peeve: Rastabilly Skank, Pet Peeve: 
Chirpy Optimism, Pet Peeve: Love/Hate 
Relationship with Space Corps Direc- 
tives 


RIMMER: Which way? 

KRYTEN: Well, we go right at the Swamp of 
Despair, straight past the Wood of Humil- 
iation and then hard left at the Chasm of 
Hopelessness. 

CAT: You're a weird guy, you know that? 

—Terrorform 


Kryten 
AGL 3 
Dance 1 
Pilot: Cycle 3 
Pilot: Transport 2 
DEX 2 
Active Games 1 
Craft: Sewing 5 
STR 5 
Strength Feat 4 
PER 2 
Aesthetics: Technical Design 5 
Awareness 3 
Con 2 
Social 3 
INT 6 
Anthropology 5 
Astronavigation 2 
Computer Ops 5 
Culinary Arts 5 
Language: Binary 10 
Language: All Others 5 
Life Sciences 2 
Medicine 2 
Theoretical Physics 1 
Trivia: Bureaucracy 4 
(Space Corps Directives 5) 
WIL 2 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Acute Sense: Zoom Eyes, 
Moral Restriction: Asimov's Law, Obses- 
sion: Cleanliness, Obsession: Servitude, 
Fanaticism: Silicon Heaven 


Mission Profile 


The crew find themselves lured into a graveyard of 


ships where the mysterious GELFs known as "psirens" 
prey on the unwary traveler. After posing as Kryten, Lis- 
ter, Professor Mamet and a soda 
vending machine, one of the 
insidious creatures is about to 
suck out some gray matter with a 
chrome straw when it's flattened 
by Kryten, who'd been made into 
a high-density cube by a nasty 
run-in with Starbug's trash com- 
pactor. 


Bring it On 

Psirens has some great ele- 
ments to mine for a Red Dwarf 
session, or even for a longer 
story arc. We see that the stasis 
beds on Starbug aren't the time- 
stopping units of the JMC Red 
Dwarf, rather they simply slow 
one's biological processes to the bare minimum, allow- 
ing for hair and nail growth while the subject hits the 
snooze alarm for an extra four months. We also get a 
glimpse of some variant weapons fired by the illusory 
Kochanski and Captain Tau, and the cold-boot 


my 


* 


The sixth season of the show can 
arguably be summed up as /n Search of Red 
Dwarf. The small rouge one is gone, and the 
crew is out in deep space in the homely but 
stalwart Starbug, crossing the galaxy to try 
to get her back. It is not made readily 
apparent who stole the mining ship or why, 
but the fact she is gone is blamed on Lister, 
who left it parked by one of those blue, 


1| green, planetoid-y things. This series marks 
the departure of Holly, which can make 


things difficult if the Al is an active character 
in the campaign. Als can choose to skip the 
absentee bit altogether, or just run things a 
bit more like a conventional roleplaying 
game, without the Al interactions. Series VI 
is stripped down to the basics of character 
interaction in close quarters, and conveys a 
tight, no-nonsense adventure-of-the-week 
feel. 


sequence of a hologram (including an initial defrosting 


on the stove). But the eponymous psirens are really 


what this episode is all about! 
The creatures themselves are quite scary in their 
neutral form, and their psychic 


Al to play on all sorts of hidden 
character fears, desires and 


even if you don't have a cat 
crewmember itching to become a 
professional seed-spreader in an 
all-female chorus girl colony. Got 
a mechanoid with a plastic safety 
scissors fixation? Imagine the 
impetus to take a quick shore 
leave on the asteroid with the 
SafetyScissorWorld amusement 
park! Go nuts. The rest of us 
have. 

Resist checks are the order 
of the day when dealing with psirens. But how do you 
get players to go along when they know they've failed a 
Resist check and are actually facing a brain-sucking 
GELF and not Pete Tranter's sister? Simple. Don't tell 
them to make any Resist checks. Let them think the 


» 


» 


abilities make it possible’for the) \ 


agendas. The initial draw can be . 
as simple as that in the show, 


new jukebox is really what it 
_/appears to be. Don't give them 
any reason to question the reali- 
ty of a given situation until you 
_Are ready, or they get suspicious. 


Psiren 
(RDRPG, page 96) 
AGL 3 

Self-Defense 4 


A-simple, well-placed slip-up in Stealth 3 

an illusion's speech or appear- fj DEX 4 

ance can signal the player it is J STR5 
“time to Resist. Alternately, the Climb 1 


Endurance 2 

Strength Feat 1 
PER 2 

Awareness 2 


sending of notes allows some 
players to be duped and others 
“not tobe, and tends to foster a 
player's roleplaying skills. The 


ob 


puerile. Come on. Pete Tranter's sister, 
fer cryin' out loud! And it's no accident 
that Professor Mamet appeared to Kry- 
ten as played by Jenny Agutter in hip 
boots. 

Delicious. 

Er... where were we? 

Most importantly, take a cue from 
the show when introducing psirens into 
your game. Successfully making a 
Resist check doesn't allow players to 
see a psiren in its true form. That's only 
possible through old video and maybe 


drawback is that it is more time Con 2 catching one in the shower before it's 


_Aonsuming. Empathy 2 really awake in the morning. It simply 
Dig deep into your Seduction 3 clues players in to the fact that they are 
crewmembers' psyches to create fj INT 2 actually dealing with an illu- 
_eotent lures. A long lost family WIL 3 sion. The fact that they 
member, a lover, a hoard of Intimidation 3 know doesn't halt the illu- 
whatever commodity is in short Resist 4 sion itself, nor will it stop 
supply, a copy of the Kama Sutra [J INIT 5 the player from eventually 
“Il: The Lost Positions and a |j SHRUG 4 succumbing to the wiles of 
harem of nubile [insert gender of |f SAVE 8 the beast. The only known 


preference here]. Nothing is too }j Fear Factor 1 


“bizarre; too perverse and/or too 


counter to the psiren's lure 
is a shooty-thing, or a 
whacky-thing. 


SCS Pioneer 
An advanced scout/recon vessel, the Pioneer is sent to the far reaches of space to seek out new life forms 

and, whenever possible, bring them home. 
Skill: Pilot: Starship 
Size: Medium 
Crew: 2 (12) 
SPD: 3 
MAN: 2 
SHL: 1 
HUL: 20 
Weapons: Laser Cannon (1, turret); WA +1, WR8 


Planet of the Nymphomaniacs 
Located in the Zeta-Jones Quadrant, this somewhat hard-to-find 

world is populated exclusively by actress-supermodels in their mid-twen- 

ties. But their time in the universe is finite. Without males to spread their 

seed and help them repopulate, they will soon be known as the Planet of 

the Really Annoyed Spinsters. 

Also referenced in Back to Reality. 


Video from scratchy distress call 
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Bloodlust Arms AP-6 

Basically a beefed up 
auto pistol, the AP-6 has bet- 
ter range and punch than its 
garden-variety counterpart, 
but is bulkier and still fires 
those noisy bullets. 


Professor Mamet 
Although the Mamet featured in 
this episode is actually a psiren's 
illusion, here are the real-life 
Mamet stats, in case you're 
mucking about with time... or 
cloning... or just have a hanker- 
ing for sexy scientists in hip 
boots. Pervert. 


WA 0 WR 5 DB +1 Range 80m 
Ammo 20 
Skill: Firearms 


AGL 3 
Dance 4 
Stealth 4 
DEX3 Lasex™ P-2 Pistol 
Repair 6 The P-2 is an elegant 
sill. design with a somewhat limit- 
PER ? ed range. Still, the ability to fire 
Aesthetics: Fashion 4 3-round bursts of superheated 
Hip Boots 6 plasma pellets has made it a 
Awarenes4 hit with the ladies. 
Empathy 4 
Seduction 3 WA +1 WR5 DB +1 Range 60m Ammo 30 
Social 6 Skill: Firearms 
INT 5 
Anthropology 4 
Computer Ops. 5 
History 4 JMC "Scouter" Remote Drone 


Life Sciences 7 
Mathematics 6 


With a functional range of 10km and a 24-hour on- 
board power supply, scouters are ideal for salvage and 


Medicine 4 recon missions in deep space. Roughly the size of a 
Cybernetics 6 pudgy human (we won't name names), scouters are 
Philosophy 4 piloted remotely and are subject to the vehicle damage 


Theoretical Physics 3 
Other: Mechanoid Design 6 
WIL 3 


rules as on page 50 of Red Dwarf-The Roleplaying 
Game. They can link with most black box recorders 
and ship computer systems, allowing for data retrieval 


Cool 4 at a safe distance. A complex camera/optical array can 
Resist 4 broadcast temperature, atmospheric and visual read- 
INIT 8 ings back to base. Anti-grav pods allow for virtually 
SHRUG 3 silent entry and movement unhampered by poor ground 
SAVE 5 conditions (but will not help much if the immediate area 


Personality: Celebrity (2), 
Charisma, Material Wealth (2), 
Tinker, Bad Sense: Eyesight — 
needs reading glasses (1), Intol- 
erance: John Warburton — The 
Bastard! (3) 


has been filled with tapioca). 

Skill: Computer Ops. or Pilot: 
Remote 

Size: Small 

Crew: 0 

SPD 1 

MAN 1 

SHL 0 

HUL 8 

Weapons: Laser cutter WR 6 


(by close contact only — no ranged value) 
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Pete Tranter's Sister 
Dave Lister had the hots 
for her once (well, 
maybe more than once). 
He fantasized about 
squeezing her PVC-clad 
buttocks together to 


make one giant, juicy peach. Of 


course, the woman in Psirens is 


simply an illusion — but here she 


is in the flesh... er, on paper. 
AGL 4 
Athletics 2 
(Indoor Sports 4) 
Dance 4 
(Erotic Swagger 6) 
Self Defense 3 
(Erotikarate 5) 
Pilot: Vibro-bed 6 
DEX 3 
Craft: Sewing 3 
(PVC 5) 
STR 3 
Climb 3 
Endurance 4 
PER 4 
Aesthetics: Erotic Posturing 
3 
Awareness 4 
Seduction 6 
Social 4 
INT 3 
Computer Ops. 3 
Language: Love 5 
Life Sciences 3 
(Biology 5) 
WIL 3 
Cool 5 
Resist 3 
INIT 8 
SHRUG 3 
SAVE 6 
Personality: Acute Sense: 
Touch, Ambidexterity, Charisma, 
Double-Jointed (3), Unusual Tal- 
ent: Has To Do With A Golf Ball 
And A Garden Hose (3), Addic- 
tion: Hot Monkey Love (3), 
Fanaticism: Hairdo (3), Obses- 
sion: Making Men Drool (3) 


Captain Tau 
The famed Captain Tau appears 
as a psiren's illusion. If you want 
to add a real Captain Tau of the 
SCS Pioneer, her stats are as 
follows: 
AGL 3 
Self Defense 4 
Pilot: Starship 5 
DEX 3 
Firearms 5 
Repair 4 
STR 3 
PER 4 
Aesthetics: Dramatic Postur- 
ing 3 
Awareness 5 
INT 4 
Astronavigation 5 
Computer Ops. 5 
WIL 3 
Cool 5 
Resist 4 
INIT 7 
SHRUG 4 
SAVE 8 
Personality: Rank (3), 
Direction, Stoicism (2), 
Pet Peeve: Losing Her 
Entire Crew to Psionic 
GELF Predators 


Kristine Kochanski: The 
"Lost" Version 
The Psirens attempt to lure 
Lister with a variety of illu- 
sions, including a version 
of Kochanski who had 
been caring for their twins, 
Jim & Bexley, and working 
aboard the SCS Pioneer. That 
version of Kochanski is listed 
here, in case you need a real 
one. 
AGL 3 
Athletics 3 
Gunnery 1 
Self Defense 4 
DEX 3 
Firearms 5 
Repair 3 
STR 2 
Endurance 4 
Strength Feat 2 
PER 4 
Awareness 4 
Con 3 
Seduction 1 
INT 3 
Astronavigation 5 
Computer Ops 3 
Theoretical Physics 3 
WIL 5 
Cool 4 
Resist 4 
INIT 7 
SHRUG 5 
SAVE 9 
Personality: Courage, Stoicism 
(2), Rank (2), Direction, Skinny, 
Pet Peeve: Brain Sucking GELFs 
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Mission Profile 

A mysterious energy field 
snares the crew and brings them 
to a seemingly abandoned 
research station in deep space. 
Once they arrive, it is made evi- 
dent that they are not alone. A 
gestalt entity called Legion has 
materialized to play the host with 
the most, literally. Because 
Legion is a cutting edge experi- 
ment in collective consciousness, 
he becomes greater than the sum 
of his parts — namely the com- 
bined psyches of his hostage 
crew. This means that, while he 
possesses more than the sum of 
their intellect, he also has more 
than their share of psychoses. 
Kryten saves the day by reveal- 
ing Legion's true nature and 
rendering his crewmates uncon- 
scious. 


Bring it On 

One of the more high-con- 
cept premises in the series, the 
plot is nonetheless quite simple 
at its core — gestalt entity loses 
mind, crew finds gestalt entity, 
gestalt entity gets mind back, 
gestalt entity holds crew hostage, 
crew gets laid out by ‘droid, 
gestalt entity loses mind again. 
The plot can be very closely mim- 
icked to great effect with just 
about any crew combination, 
however if your players have 
seen the episode, it could end up 
being predictable for them. 
Another idea might be for the 
crew to be second on the scene, 
meaning Legion has already cap- 
tured a crew of simulants or 
angry GELFs. After all, it's a no- 
brainer to knock oneself 
unconscious, but when you have 
to lay out a homicidal rogue sim 
or Kinitawowi warrior as well, 
things get just a tad trickier. Plus, 
dinner in such mixed company, 


LEGION 


Laser Scalpel 

New from Malpractice Medical & 
Scispec! Laser Scalpel Mark II! Per- 
form appendectomies and _ bowel 
resections without anesthesia! Amaze 
your friends! Great fun at parties! 


Reality Check: Upgrade from rule- 
book: +2 to Medicine skill, WR3 when 
used as a weapon. 


Mimosian Telekinetic Wine 

Possibly the most frustrating bev- 
erage ever invented, Mimosian 
Telekinetic Wine not only comes in a 
glass firmly anchored to the table, it 
relies completely on the drinker to sup- 
ply psychic locomotion into the 
consuming orifice, as well as deciding 
on its flavor! Talk about non-committal! 


Reality Check: Roll 1D6 equal to or 
under WIL. If successful, the wine 
arcs gracefully into the character's 
mouth (now just avoid thinking of 
motor oil or urine and he should be 
fine). If unsuccessful, the character 
gets a face full of green spew. 


including the use of alchigaem 
wine, antimatter chopsticks and 
boomerang spoons, is\a food 
fight of epic proportions waiting 
to happen. 

Legion is only as warped as 
those who are in his vicinity (and 
conscious), so it's probably a 
good idea to keep your Series 
3000, 4000, Hudzen 10-or wax 
droid handy to move the bodies 
while providing no selfish human 
desires to motivate the.experi> 
mental entity. Confronting him 
without such a safeguard could 
be... problematic. \ 

The Legion Station complex 
is an impressive — structure, 
resembling a cross between 
Disney's Epcot Center and. a 
shopping mall. It's chock full of 
scientific advances and artisti 
achievements and canbe an\, 
attractive destination for goodies 
— if your crew can even com- 
prehend 10% of what\.they'réx, 
looking at. You might do well 
using the location itself as the 
setting for an Agatha Christie, 
style murder mystery, perhaps 
with a lone security drone skulk- 
ing about the station, zapping 
each character with a stasis field 
for later transport to a long- 
abandoned penal facility. The 
only clue that anyone's» taken » 
out would be from Legion's per- 
sonality. 

Of course, the net result of a 
visit to Legion is akin to going to 
see the Wizard of Oz, and if 
nothing else the station can act 
as a Holy Grail for fulfilling your 
crewmembers' strongest needs 
and desires. A hard light drive 
for your hologram, an impromp- 
tu appendectomy, even a star 
drive for your ship — almost 
anything is possible. Just don't 
expect any Doug McClure 
movies in the video library. 
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Useful Bits 


The following bits of gear also appear in Legion. 


Legion Details can be found for each within the pages of Red 
(RDRPG, page 93-94) Dwarf — The Roleplaying Game. 

AGL 3 : Anti-matter Chopsticks, page 39 

Athletics (Various) 2 Kine! Boomerang Spoon, page 39 


Dance 2 
Gunnery 3 
Self-Defense 3 
Stealth: 2 
Pilot: 4 

DEX 3 
Computer Ops 7 
Craft (Various) 5 
Firearms 4 


Hard Light Drive, page 58 
Laser Scalpel, page 62 
Star Drive, page 66 


Legion Station Cyberpark 

Legion Station boasts a variety of cyberparks, the far-future 
? ; equivalent of a certain corporate mouse-themed amusement facility 
Gaming (Various) 3 populated with a wide variety of programmable android characters. 
Instrument 6 Although similar to Waxworld™ attractions, the android "talent" in 
Repair 8 the cyberparks are much more state-of-the-art and mechanically 
STR 3 sophisticated. The structures are assembled by nanobots, and thus 
Climb 3 are able to alter their behaviors and exterior polymer "skin" remote- 
Endurance 4 ly and within seconds of program input. The user can quite literally 
Strength Feat 2 experience anything his heart desires — just be sure to mop up 
Swim 3 afterward. Of course, like any impressive technology, there is always 
PER 6 an impressive chance of something going impressively wrong. 
Aesthetics: 7 CAUTION: Users are advised to avoid using the Yul Brynner 
Awareness: 6 android as a western gunfighter. And please remember to shut off 
Con 4 the lights upon leaving. 

Empathy 6 Al Note: The cyberpark is an ideal environment in which to play 
Gambling 3 entire campaigns of roleplaying games-within-roleplaying games. 
Seduction 2 Robin Hood and his merry mechanoids? Go right ahead. Feel like 
Social 4 taking a holiday in Frank Capra’s Bedford Falls from It’s a Wonder- 
INT 8 ful Life? No problem! It’s like playing in 

Anthropology 10 the AR suite, only without the cumber- 


Astrogation 10 some helmet and groinal attachment! 
Culinary Arts 10 


History 10 

Language 10 
Life Sciences 10 
Mathematics 10 


Legion Station 

More information on Legion Station 

Medicine 10 can be found on pages 105-106 of Red 

Philosophy 10 Dwarf — the Roleplaying Game 

Theoretical Physics 10 Type: Space Station 

Security 5 Size: Bloody Huge 

Trivia 7 Crew: 0 (automated, with facilities for 5,000) 

WIL 6 SPD 0 (this thing doesn't move, it just sits there like a bloated androg- 
Cool 3 ynous pleasure GELF) 

Intimidation 2 MAN 0 

Resist 4 SHL 20 

INIT 9 HUL 200 

SHRUG 5 Weapons: None; Tractor Beam can trap unsuspecting ships if the 
SAVE 9 operator makes a successful Computer Ops check. Subsequent- 
ly, the pilot of the trapped ship can break the beam's grip by 
making a successful Pilot check with a -2 modifier. 


GUNMEN OF THE APOCALYPSE 


Mission Profile 

The crew's pursuit of Red 
Dwarf takes them through a rogue 
simulant hunting ground, where 
they are the small rodent in a game 
of cat-and-mouse. Although they 
manage to neutralize the simulant 
battle cruiser, the sims transmit the 
dreaded Armageddon Virus, which 
locks out all control systems and 
puts Sfarbug on a collision course 
with a molten moon. In order to 
combat the virus, Kryten allows 
himself to be infected — the intent 
being to create a "dove program" 
and purge the virus. However 
things don't go as planned, as the 
virus is a tougher customer than 
anticipated. Kryten's crewmates 
patch into his electronic subcon- 
scious through the AR game 
console, and find themselves in a 
spaghetti western showdown with 
the Armageddon Boys. 


Bring it On 

Unlike some episodes, Gunmen of the Apocalypse 
is a very specific story, centering around Kryten and his 
subconscious. And while several episodes showcase 
Artificial Reality games in some context, only Gunmen 
suggests the use of an AR console to hack into a 
mechanoid's dreams. 

AR is central to the plot of this episode, from Lister's 
abuse of the groinal attachment in Gumshoe, to the 
three amigos' appearance in Exis- 
tence, the small western boomtown 


in Kryten's head. It's a sterling exam- | Artificial Reality 
ple of what can be done with the AR | Game Console 


variable within a Red Dwarf adven- 


Starbug cannot go to silent running 
until one of the crew has disen-; 


the AR console. 
e Despite a brilliant bluff attempt 


daloovians, the simulant 


bug and stuns everyone. 

e When they awaken three 
impressive array of upgrades have 
been made to their ship. New drive 
interface, faster engines, laser can- 


co-pilot's seat no longer has that 
annoying squeak. Of course, this is 


lenge for the predatory simulants. 
And equally unsurprising, our 


abling the battle cruiser. 


In a last act of desperation, the simulants hack into». 


Starbug's navicomp to transmit the Armageddon 
Virus (see RDRPG page 121). Starbug begins a 


descent toward a large moon covered in alayer of, 
molten rock. If there is a mechanoid of any kind ~ 


aboard ship, he may choose to contract the virus, in 


order to create the dove program and save the ship. 
If not, the characters could theoretically just'patch ~ 


into Starbug's internal networks through the AR con- 
sole and face off with the virus, 
Tron-style. The simulation environ- 
ment can be literally any AR setting, 
from gangsters to westerns to WW2 


If you want the escapism {| — they can even play Wimbledon! 
ture, as well as showing what can go | without the hefty price tag of the en la A 
homibly,chorbly wrong. full AR suite, the basic AR con- | ° ether ine gna ae 


You can adapt the following plot 
points to your existing Red Dwarf 
campaign, or use them as presented 
if you'd prefer to play the episode out 
of the can. 


sole just might be for you. 
Capable of playing virtually (no 
pun intended) any AR title in 
existence, from skill trainers to 
fully-developed simulations like 
e Hot on the trail of Red Dwarf, Gumshoe and Streets of Laredo, 

Starbug's chemical scan picks up | the AR console is rack mounted, 

minute levels of millenium oxide fully portable and connects to 


Boys are dispatched with weapons 
a-blazing or purged with the dove 
program, the climax should leave 
just enough time to get back to the 
cockpit as Starbug careens down 
into the molten moon...and launch- 
es back out of the lava, thrusting out 
of the atmosphere and away into the 
sunset! 


in the local vicinity, hinting at the | any handy power source. 


possibility of having stumbled 


7 , 7 ~~ 
into a rogue simulant hunting:zone. 


gaged his groinal attachment from» 


by crewmembers dressed as Vin- > 


commander teleports aboard Star- 


weeks later, the crew discovers an 


nons — even the tilt controlson the 


to make the crew more of’a chal-» 


7 


heroes use the upgraded. ship to, 
execute a preemptive striké, dis- > 


Sea een 27 Es 


It should be noted that, while in "AR space", 
a character possesses all of his normal abilities, 
with the addition of one special skill. The skill 
can literally be anything, from Self Defense to 
Firearms to History to Shadow Puppetry, and is 
as if the character had a skill rating of 7. 
Because characters are wired into the game 
directly, they have complete tactile sensation. 
While that is certainly tough on the groinal 
attachment, it also means that a character 
experiences pain and the detrimental effects of 
wounds while engaged in the game. If killed 
within the game, the character will be bounced 
to the main menu and can re-spawn in a loca- 
tion of the Al's choosing. A wounded character 
will suffer no lasting ill effects from being 
wounded in the game; he will emerge A Bit 
Wonky and have a fully cleared head within 
1D3 hours. Of course, all this assumes no 
malevolent entity has hacked the game and 
removed the safety protocols... 


Optional Character Type 
Vindaloovian GELF 
(EBB page 5) 
Maximum Stats: 
Agility 5 

Dexterity 7 
Strength 5 
Perception 7 
Intelligence 5 
Willpower 7 
Special Abilities: 
Intimidation 1, Self Defense 1 
Drawbacks: -1 penalty to move- 
ment in meters, -1 penalty to all 
Empathy checks 


Simulant 
(RDRPG, page 97) 
AGL 5 
Gunnery 5 
Self-Defense 6 
Stealth 3 
Pilot 4 
DEX 5 
Computer Ops 1 
Firearms 6 
STR 6 
Climb 2 
Endurance 4 
Strength Feat 1 
PER 3 
Awareness 3 
Con 1 
INT 2 
Astrogation 2 
Security 3 
WIL 6 
Cool 4 
Intimidation 4 
Resist 4 
INIT 8 
SHRUG 8 
SAVE 15 
Personality: Ambidexterity, 
Courage, Stoicism (3), Fanati- 
cism: Violence 


Simulant L24 E-Carbine 

An impressive looking energy carbine, the 
L24 fires a burst of charged nanites, which pro- 
duces different effects, depending on the 
setting. 

WA +1 WR* DBO Range 60m Ammo 30 


Skill: Firearms 
* WR3 standard setting, or WR4 stun (as per the stun rules in 
RDRPG, page 47) 


Death 
The leader of the 
Apocalypse Boys, 
Death enjoys long 
walks on the beach, 
romantic candlelight 
dinners and cuddling 
by the fire. What — he 
can't be working ALL 
the time! 
AGL 3 

Athletics 3 

(Horseback Riding 
5) 

Self Defense 5 
DEX 3 

Firearms 6 
STR 3 

Endurance 5 
PER 5 

Awareness 5 

Other: Command 4 
INT 3 

History 5 

Philosophy 5 
WIL 3 

Cool 6 

Intimidation 7 

Resist 6 
INIT 8 
SHRUG 5 
SAVE 9 
Personality: Courage, 
Rank (3), Stoicism (3), 
Intolerance: Weak 
Sheriffs (3), Fidgeting 
(Chewing Tobacco & 
Spitting). 


Famine 
Yeah, the big guy 
gnawing on the chick- 
en leg is Famine — oh 
the irony! 
AGL 3 

Athletics 2 

(Horseback Riding 
4) 

Self Defense 5 
DEX 3 

Firearms 6 
STR 4 

Endurance 6 
PER 3 

Awareness 4 
INT 3 

Culinary Arts 7 
WIL 4 

Cool 6 

Intimidation 6 

Resist 5 
INIT 6 
SHRUG 6 
SAVE 11 
Personality: Courage, 
Stoicism (3), Bad 
Sense: Missing Eye 
(2), Obesity (3), 
Obsession: Food (3), 
Intolerance: Hunger (3) 
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Pestilence 
Honestly, he's a very 
nice man — we're sure 
he'd be invited out 
more if he could shake 
those pesky flies. Per- 
haps some sort of bath 
is in order? 
AGL 3 
Athletics 3 
(Horseback Riding 
5) 
Self Defense 5 
DEX 3 
Firearms 7 
STR 3 
Endurance 5 
PER 4 
Awareness 5 
INT 4 
Life Sciences 5 
(Plagues 7) 
L3 


Cool 4 

Intimidation 4 

Resist 8 
INIT 7 
SHRUG 5 
SAVE 9 
Personality: Courage, 
Stoicism (3), Skinny 
(3), Obsession: Plague 
(3), Intolerance: Clean- 
liness (3) 
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Resembling a Nean- 
derthal Matt Dillon 
before plucking, War 
has a penchant for 
conflict of any kind. 
He's even crank-called 
Ghandi just to see if 
he'd get cheesed off. 
AGL 5 
Athletics 2 
(Horseback Riding 
4) 
Self Defense 6 
(Fence Plank 8) 
DEX 3 
Firearms 6 
STR 3 
Endurance 6 
PER 3 
Awareness 5 
INT 3 
WIL 3 
Cool 7 
Intimidation 6 
Resist 7 
INIT 8 
SHRUG 5 
SAVE 9 
Personality: Courage, 
Stoicism (3), Unusual 
Talent: Fire Eating (3), 
Obsession: War (3), 
Intolerance: Peace (3) 


OO a 


Simulant Vessel 
More information on 

the simulant vessel can 

be found on page 85 of 

Red Dwarf - the Roleplay- 

ing Game 

Type: Simulant  battle- 

class cruiser 

Size: Large 

Crew: 4 (400) 

SPD 1 

MAN 2 

SHL 6 

HUL 25 

Weapons: Laser Canon 

(4, turret); WA+1, WR8. 

Secure Transmitter Device 


LISTER: Rimmer, the escape pod is not an 
option. 

RIMMER: Why not? 

LISTER: It escaped last Thursday. 


Streets of Laredo™ 

While this fun-filled western AR game can 
be used in the context of the Gunmen plot arc, 
it can also be an entertaining diversion or mini- 
campaign within your greater Red Dwarf saga. 
[Shameless Promotion Mode] Deep7's Six 
Gun 1PG is a fun and simple game of western 
movies that uses a stripped down system very 
similar to the one in Red Dwarf. [Shameless 
Promotion Mode Canceled] 


JMC Starbug (Simulant Mod) 

Size: Medium 

Crew: 1 (4) 

SPD 4 

MAN 3 

SHL None 

HUL 20 

Weapons: Laser Cannons (2, 
linked); WA +1, WR8 

Limpet Mines (20); WAO, WR10 


Gumshoe™ 
Play hardened film 
noir characters like 
Sammy the Squib in this L 
dark crime drama set in 
the 1940s. [Shameless Promotion Mode] For 
a more immersive diversion, Deep7's Mean Streets 
game of classic film noir can be used for a whole 
mini-campaign — it even uses the same system! 
What are the odds?? [Shameless Promotion 
Mode Canceled] 


RIMMER: You took your time. Where've 
you been? 

LISTER: | was in the AR machine. 

RIMMER: Again?? 

LISTER: What'd you mean again? 

RIMMER: Everyone knows you only use 
the AR machine to have sex. 

LISTER: That is not true. 

RIMMER: Yes, true. It's pathetic watch- 
ing you grind away day after day. It's 
like a dog that's missing it's masters 
leg. That groinal attachment's sup- 


posed to have a lifetimes gurantee, 
you've worn it out in nearly three 
weeks. 


EMOHAWK - POLYMORPH II 


Mission Profile 

On the run from the "space-filth", the crew find 
themselves crashed on a GELF moon. Unfortunately, 
the oxy-generation unit (the gizmo thingy that makes air 
breathable) is damaged, and they need to trade with the 
local Kinitawowi for a replacement. The asking price? 
One crewmember groom. When Lister understandably 
and quite literally runs out on his honeymoon, the angry 
GELFs send winged vengeance in the form of an emo- 
hawk. With half the crew missing vital emotions, it's a 
race against time to find the creature and hit it with a 
blast of liquid oxygen. 


Bring it On 

This episode is a great example of a roleplaying 
scenario brought to the television screen. The plot 
points can be used as-is, or adapted to your current 
campaign. 


e The crewmembers begin in crisis, with a superior 
force in pursuit (which, let's face it, could include the 
Aylesbury Senior Lawn Bowling Association). 


e In the act of avoiding the aforementioned superior 
force, Starbug is damaged, crash landing on a jun- 
gle moon, populated by Kinitawowi. 


e The Kinitawowi not only restrain themselves from 
skinning their visitors alive, but they go so far as to 
negotiate for a spare part needed by the crew. The 
only problem is the price may be too high, especial- 
ly when one considers the size, hairiness and 
sexual appetites of the typical Kinitawowi female. 


e Assuming the crew steals the spare part, jilts the 
GELF bride, or both, the chief of the tribe will send 
one snipped baby polymorph to chow down on 


LISTER: Incoming message. 

WARNING VOICE: Karn nes eh ping. Wah twah 
morah. 

KRYTEN: Running it through the translator. 

TRANSLATOR VOICE: This is GELF space. 
Death to the strangers. 


some emotional stew. The emohawk will stow away ‘“ 
aboard Starbug in the guise of an article of clothing, 
and proceed to eat psyche like there's no tomorrow. 


e From that point, the adventure becomes a standard » 


Alien-esque bug hunt, albeit with the requisite hilar- 
ity of Red Dwarf characters missing vital 
components of their personalities. The emohawk » 
can be frozen, bazookoided or spaced — it doesn't 
really matter. What's important is that the players 
feel creeped out and twitchy as they skulk around » 
the cargo deck looking for something that can look 
like anything. 


Space Corps External 
Enforcement Vehicle 


More information can be found in Red Dwarf - 
the Roleplaying Game on page 80. 


Self-Defense 2 


Kinitawowi Trader 


Sisat (RDRPG, page 146) 
DEX 2 AGL 3 
=a 4 Self Defense 4 

a He DEX 2 

wa Repair 3 
Endurance 2 
STR 4 

Strength Feat 1 PER 5 
BER 4 Bargain 6 

Awareness 4 eon 5 

Con 6 a 

Sang 4 Empathy 5 
INT — oe Social 4 Type: Class A automated law enforcement vehicle 
WIL 2 INT 3 Size: Medium 

Cool 2 WIL 3 Crew: 0 

) a =. Intimidation 3 SPD 4 

: = INIT 8 MAN 5 
INIT A SHRUG 4 SHL 2 

SAVE 7 HUL 20 

SHRUG 3 Weapens: 
SAVE 5 : 


Laser Cannon; WA+1, WR8. 
Pulse Missile System; WA+1, WR12 


Fear Factor 0 


RIMMER: Congratulations, scrambling in a red 
alert situation, a new record time... 1 hour 
17 minutes and 39 seconds. 
LISTER: Hey, not bad! And | bet we could beat 
it down to 1:16 if we cut out that fourth 
Fs round of toast. 
Useful Bits RIMMER: You think I'm a petty-minded beau- 
The following bits of gear also appear in Emo- raucratic nincompoop, who delights in 
hawk. Details can be found for each within the enforcing pernickety regulations because 
pages of Red Dwarf - The Roleplaying Game. he gets some sort of perverse pleasure 
Psi-Scan, page 63 from it, and in many ways you're absolute- 
Oxy-Generation Unit, page 66 ly damn right, but that doesn't alter the fact 
Bazookoid, page 70* that the only way we're going to track down 
Bazookoid Pistol, page 71* Red Dwarf and get through this is with a 
Laser Pistol, page 73* sense of discipline, a sense of purpose 
Composite Bow, page 75* and wherever possible a sensible haircut. 
“Also listed on the Al Screen LISTER: I'm going back to bed. 
RIMMER: Would it harm you to have hair like 
mine? 
CAT: | have got hair like yours. Just not on my 


Mission Profile 

Cornered on a decaying ship by an ornery simulant 
(and really, is there any other kind?), Rimmer decides to 
take the only escape pod, making him more popular 
than ever with his crewmates. He gets a modicum of 
comeuppance, however, when the pod is sucked 
through a wormhole (that's a Type 247A Swirly Thing, 
for those of you keeping track), and crashes on an 
empty planet. Due to the time dilation involved, the rest 
of the gang won't be able to rescue Rimmer for several 
hundred years, and so Trans Am Wheel Arch Nostrils is 
faced with over six lifetimes as a very lonely man indeed 
(and this was different in which way from his previous 
life?). With the aid of terraforming equipment in the 
escape pod, Rimmer creates his own Eden, and even- 
tually starts a line of 
clones to populate the 
place. 

When the rest of 
the crew show up, they 
find the planet crawling 
with Rimmer clones — 
even the harem girls! 
— and Goalpost Head 
himself locked away in 
a dungeon, working a 
pair of Chinese worry balls to the size of marbles. When 
the reunited crew teleports out of the jail cell, a miscali- 
bration takes them forward in time, 
where it's made apparent that the future 
Lister has had an unfortunate accident... 


Bring it On 

Rimmerworld is certainly reminis- 
cent of a Red Dwarf RPG campaign, 
both in its pacing and its content. The 
story seems to be less centered on the 
planet Rimmerworld and more on the 
events prior to and after Rimmer's res- 
cue. In fact, the ending dovetails nicely into the next 
episode, Out of Time. 

While you're certainly free to play the episode ver- 
batim, we've made a few suggestions on how to 
integrate elements of Rimmerworld into an existing 
adventure: 

Firstly, don't be afraid to revisit old antagonists. If 
you've played Gunmen of the Apocalypse already, or 
have done prior battle with a simulant foe, feel free to 
make the floating hulk of its ship available for looting 
when the refrigeration unit malfunctions. 


Secondly, don't neglect the dramatic (and comedic) 
possibilities of "screw thy neighbor" actions on,the part 
of the resident smeghead. In most roleplaying games, 
it's pretty handy to work as a team. In Red Dwarf, a por- 
tion of the comedy comes from totally incompatible 
characters forced into a team atmosphere. While it» 
might normally be ill-advised to allow a crewmember to 
take off in the sole remaining life pod, in this context it 
can be used as the catalyst to the making of Rimmer 
world... or Bobworld, or Sheilaworld, or Jimboworld. 

Thirdly, there's no need to skip town when you get 
to the planet of the clones and you get to see replicants, 
of your obnoxious crewmate making out with each 
other. Have some fun. Let your players kick up, their 
heels and party down for a few sec, 
onds before pulling the plug on their 
recreation. You might consider a nice 
fight with some of the elite guard, or 
perhaps a sword-and-sandals ‘colise- » 
um brawl between the crew and a 
horrible ogre — really just one of the 
early clones "gone a bit off". 

Fourthly (is there such a designa- 
tion as "fourthly"?)... 

Fifthly is generally too hard to 
enunciate properly, and will henceforth be changed to 
“"nextly." 

Nextly, the tele- 
porter is there for a 
reason: to facilitate the 
complete abandon- 
ment of one storyline, 
and plop the charac- 
ters smack dab in the 
middle of another one. 
Remember that in Red 


— | 
Dwarf, plots often zig when you think they should zag 
(but zigging has been proven exactly 72% more funny, Wounded Simulant 

80 there's all the justification you need). Use the stats as per the entry 

Lastly, the previous entry was really the last one, so for Gunmen of the Apocalypse 


henceforth "nextly" shall be known as "lastly." (page 97), factoring in a -2 wound 
, penalty for all skill checks. 


Useful Bits 

The following bits of gear also appear in Rimmerworld. 
Details can be found for each within the pages of Red 
Dwarf - The Roleplaying Game. 

Hard Light Drive & Remote Belt, page 58 

Medi-Comp, page 62 

Eco-Accellerator Rockets, page 62 

Teleporter, page 68 

Rimmerworld, pages 108-109 


Rimmer Clone 
Stats for a Rimmer clone are 
not featured here for two reasons: 
1. The stats are the same as Rim- 
mer's. 
2. The clone may not be based on 
Rimmer, but on a completely 
different character. 


Colonization 
Seeding Ship 
Escape Pod 


Constructed in the 
25th Century, this craft has no controls as 
such, but is programmed to home in on the 
nearest planet with an S3 atmosphere. 
Contains a DIY Terraforming starter kit, 
including Eco-Accellerator Rockets and 
genetic engineering textbooks 
Type: Escape Pod 


Disabled Simulant Vessel 


Use the stats as per the entry for Gunmen of 
the Apocalypse (page 97), factoring in the — 
5 damage penalty for Drifting Hulk. 


Chinese Worry Balls 


Size: Small 
Apleasant, calming diversion for characters prone Crew: 0 (2) 
to stress, aneurysms, heart palpitations, or explosive SPD 5 
migraines. When ground together in a circular MAN 0 
motion, the balls produce a harmonic vibration, SHL 0 

HUL 20 


reducing the users immediate 
stress level. Worry balls give 
the user +1 to any Resist 
checks during which they are 
actively used. They are also 
WR2 when chucked at 
someone. 


Weapons: None 


Mission Profile 

Faced with a Space Corps security device that 
wreaks havoc on their perceptions, the crew locates a 
top-secret experimental craft from the 28th Century, 
now abandoned. Liberating a time drive from the 
derelict, the crew drinks in the heady medieval atmos- 
phere of pre-renaissance deep space before realizing 
the drive is next to useless without a complimentary 
faster-than-light drive. Useless, that is, until their future 
selves appear and require some technical specs to 
repair their own time drive. The future crewmembers, 
balding and sporting gargantuan butts, have become 
decadent and jaded as a result of receiving hospitality 
from the likes of Louis XVI and the Hitlers. Of course, 
the present crew is none too pleased at their projected 
future condition, and refuse to help. Deciding not to 
take "smeg off" for an answer, the crew from the future 
sets out to destroy their own past selves. One by one, 
all the present crewmembers are killed... except for 
Rimmer, who takes a bazookoid to the time drive just as 
the future Sfarbug blows up the present Starbug. Got 
that? There will be a quiz. 


Bring it On 

Out of Time is another example of diverse plot 
devices connected together in a very roleplaying-esque 
story, complete with a cliffhanger ending. It contains a 
very nice mix of elements both great and small, allowing 
for modular integration with a Red Dwarf campaign: 


e The crew notices something strange or surreal 
(such as one of the humans turning out to be a 
mechanoid, or everyone suddenly having a different 
animal head). 


e The strange phenomenon turns out to be the by- 
product of a very complex security system. The 
characters can choose to avoid the environment 
altogether, or get to the heart of it to see what's at 


the chewy center. In essence, a very Star Trek-The 
Motion Picture kind of set up (except that the.Space_ 
Corps derelict isn't eating other ships). 


e Once bypassed, the security system is shown to 
have been hiding an experimental time traveling » 
ship. The characters can install the time drive on 
their own ship, or take the much more modern craft 
as their own. \ 


e As discovered in the episode, a time drive is really 
cool, but deep space in 1421 is pretty much the 
same as deep space in 3,000,000+ AD. What's, 
really needed is a star drive (also called a faster- 
than-light or FTL drive) in order to make time travel 
truly effective. \ 


e The characters are visited by their future selves, 
who prove to be decadent, despicable, and down- 
right dumpy (as well as a host of more derogatory. 
"D" words). Not only does this present the charac- 
ters with a rather dim view of their own future, but Jt 
also puts them face-to-face with the very ugly real-\_ 
ization that these cretins could somehow foul the 
temporal waters, seriously smegging up the current 
timeline. 


e If the characters refuse to help their future selves, 
then the future selves will enforce a scorched earth 
policy. If they can't have a functional time drive, no 
one else will. They will fire on the characters' ship, 
whittling down their defenses. 


Pardon My Paradox: The characters really have 
nothing to worry about at this point, and we'll tell you 
why. If they realize that the time drive is the crux of the 
dilemma and destroy it, their future selves will never 
come back in time to kill them. If they do nothing and 
simply allow their own ship to be destroyed, the time 
drive will go with it, thus destroying the future crew, who 
could not have come back to kill them, thus setting the 
time stream right again. 


AO 5: 2 LT eee 


KRYTEN: Are you really me? 

FUTURE KRYTEN: Will you take a look at him. Did | 
really used to look that goofy? 

KRYTEN: What is that you have on your head? | hope 
you have a quarantine license for it. 

FUTURE KRYTEN: We're time travellers now, and a 
lot of our business involves going back in history. | 
have to look incognito. Frankly, | can't afford going 
around looking like I've swapped heads with a 
damaged crash dummy. 


Future Cat 
AGL 4 
Athletics (With Effort) 2 
Dance (With Effort) 2 
Gunnery 4 
Pilot: Transport (With Effort) 5 
Stealth 3 
DEX 3 
Active Games: Party 6 
Craft: Clothes 8 
Firearms 4 
STR 2 
PER 4 
Aesthetics: Fashion 4 
Awareness 6 
Empathy 1 
Passive Games 5 
Seduction 2 
Social 6 
INT 3 
Anthropology 2 
(Cat 4) 
Computer Ops 5 
WIL 4 
Cool 5 
Intimidation 4 
(Sofa-Sized Butt 6) 
INIT 8 
SHRUG 3 
SAVE 6 
Personality: Acute 


Future Kryten 
AGL 3 
Dance 4 
Pilot: Cycle 4 
Pilot: Transport 6 
DEX 2 
Active Games 6 
Craft: Sewing 6 
Firearms 4 
STR 5 
Strength Feat 5 
PER 2 
Aesthetics: Technical Design 5 
Awareness 6 
Con 3 
(Hairpiece 5) 
Social 6 
INT 6 
Anthropology 6 
Astronavigation 6 
Computer Ops 7 
Culinary Arts 6 
Language: Binary 10 
Language: All Others 5 
Life Sciences 5 
Medicine 5 
Theoretical Physics 5 
WIL 2 
Cool 6 
Resist 6 
INIT 5 
SHRUG 4 
SAVE 7 


Personality: Acute Sense: Zoom 
Eyes, Obsession: Hedonism, 
Fanaticism: Silicon Heaven 


Sense: Smell, Gulli- = CAT: That's tragic. That is the saddest 
bility, Moral Ps thing I've ever seen in my life ... What 
Restriction: Must happened to my butt? Buddy, you 
Always Comb Over, ; could park a plane in that crease. 
Obsession: Personal nd LISTER: So what if you're fat and bald. 
Appearance, Pet (= > 1 That's what happens when you get 
Peeve: Rimmer, i — older. Look at me — I'm a brain in a 
Self-Conversation j y jar! 


CAT: Self self self self self! 


Sea een 27 Es 
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Future Rimmer Awareness 5 Trivia: 20th 
AGL 3 Con 2 Century Tele- 
Athletics 2 Empathy 2 graph Poles 
(Tennis 4) Passive Games 5 6 
Dance 2 (Risk 7) WIL 3 
(Morris 4) Seduction 1 Cool 3 
Self Defense 3 (Rachel 3) Resist 3 
Pilot: Auto 3 Social 5 INIT 7 
Pilot: Transport 4 INT 3 SHRUG 3 
DEX 4 Astronavigation 5 SAVE 6 
Instrument: Hammond Computer Ops 6 Personality: Smeghead, Delu- 
Organ 5 Culinary Arts 5 sion: Authority, Cowardice, 
Repair 2 History 5 Intolerance: Past Selves, 
(Inflate-A-Date 4) (20th Century Telegraph Obsession: Anal Retentive, 
STR 3 Poles 7) Obsession: Jealousy, Cyni- 
Swimming 3 Language: Esperanto 3 cism, Pet Peeve: Rastabilly 
PER 4 Mathematics 7 Skank, Pet Peeve: Chirpy 
Aesthetics: Art 4 Trivia: History 6 Optimism, Pet Peeve: 
Aesthetics: Instrumental (Dictators 8) Love/Hate Relationship with 
Music 5 Trivia: Hammond Organ Space Corps Directives 
(Hammond Organ 7) Music 5 


Optional Char- 


me Bie Space Corps TTX-3 
Mechanoid Experimental Craft 


This cutting edge 28th Century temporal 


(EBB, page 4) 
traveler was the pinnacle of Space Corps time- 


Maximum Stats: 


Agility 6 space engineering. Unfortunately, it was 
Dexterity 6 deemed too dangerous for routine service and 
Strength 6 mothballed in deep space with a reality mine- 


field for protection. 


Perception 6 
Size: Medium 


Intelligence 6 


Willpower 6 Crew: 2 (6) 

Special Abilities: Con 1, Empa- SPD 3 

thy 1 MAN 2 

Drawbacks: Outranked by all SHL 3 
HUL 20 


4000 and Hudzen 10 Series 
mechanoids (must follow direct 
orders). May also select Asimov’s 
Law as a Liability. 


Weapons: None 


Note: Refer to the character description and 
Identity Status table on page 4 of the EBB for fur- 
ther character information. 


Future Lister 
AGL 0 
Stealth 12 
DEX 0 
Computer Ops 12 (direct 
interface) 
STR 4 
Endurance 6 
Swimming 6 
PER 6 
Awareness 5 
Passive Games: 5 
(Strip Poker 7) 
INT 5 
Astrogation 6 
Security 6 
Language: Esperanto 5 
Trivia: Sports 5 
(London Jets 7) 
WIL 5 
Cool 6 
Intimidation 5 
Resist 6 
INIT 6 
SHRUG 5 
SAVE 9 
Personality: Dumb Luck (2), 
Unusual Talent: Flicker Brain 
Light in Time to Vocal Patterns, 
Bad Sense: Taste, Bad Sense: 
Sight, Bad Sense: Touch, Bad 
Sense: Smell, Intolerance: Talkie 
Toaster, Intolerance: Doug 
McClure, Phobia: Spiders, Pho- 
bia: Snakes, Phobia: Huge 
Slathering Laundry Hamper Mon- 
sters, Chirpy Optimism, Glowing 
Brain in a Jar (3) 


Transparisteel jar gives Future Lister an AV of 4 


JMC Starbug 
(Future Mod) 
Size: Medium 
Crew: 1 (4) 


SPD 5 
MAN 4 
SHL 2 
HUL 22 


Weapons: Upgraded Laser Cannons (2, 
linked); WA+2, WR9 
Limpet Mines (25); WA0, WR10 


Useful Bits 
The following bits 
of gear also appear 
in Out of Time. 
Details can be found for each within the pages of 
Red Dwarf-The Roleplaying Game. 
Reality Minefield, page 68 
Time Drive, page 68 
Bazookoid Mk I, page 70 


FUTURE CAT: This is poison, bud! 

FUTURE RIMMER: Haven't you anything better 
than this hogwash? We're used to the best! 

FUTURE KRYTEN: Kryten, we're epicures now. 
We travel through history enjoying the very 
best time has to offer. 

FUTURE RIMMER: Dolphin sweetmeats, roast 
suckling elephants, baby seal hearts stuffed 
with dove paté. Food fit for emperors! 
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LISTER: Two minutes till impact. Come on! 
RIMMER: How long will it take? 
KRYTEN: Just a few seconds. How long to 
impact? 
RIMMER: Just a few seconds. 
-Gunmen of the Apocalypse 


Dave Lister 
AGL 3 
Pilot: Cycle 3 
Pilot: Auto 3 
Pilot: Transport 5 
DEX 4 
Active Games: Pub 4 
(Pool 6) 
Craft: Crochet 4 
Firearms 3 
Instrument: Guitar -1 
Repair 4 
STR 4 Cat 
Strength Feat 2 AGL 6 
Swimming 3 Athletics (With Style) 4 
PER 3 Dance (With Style) 5 
Aesthetics: Curry 6 Gunnery 2 
Awareness 3 Pilot: Transport (With Style) 5 
Passive Games: 2 Stealth 4 
(Strip Poker 4) DEX 3 
INT 3 Active Games: Party 5 
Computer Ops. 2 Craft: Clothes 8 
Language: Esperanto 2 Firearms 3 
Trivia: Sports 3 STR 2 
(London Jets 5) PER 4 
WIL 3 Aesthetics: Fashion 6 
Cool 3 Awareness 6 
Resist 4 Empathy 1 
INIT 6 Passive Games 2 
SHRUG 4 Seduction 3 
SAVE 7 Social 3 
Personality: Dumb Luck (2), Unusual Tal- INT 2 
ent: Belch American States, Bad Sense: Anthropology 2 
Taste, Delusion: Guitar God, Intolerance: (Cat 4) 
Talkie Toaster, Intolerance: Doug Computer Ops 3 
McClure, Phobia: Spiders, Phobia: WIL 3 
Snakes, Phobia: Huge Slathering Laun- Cool 6 
dry Hamper Monsters, Chirpy Optimism Intimidation 2 
(Look Big 4) 


INIT 10 
SHRUG 3 
SAVE 5 
Personality: Acute Sense: Smell, Charisma, 
Gullibility, Moral Restriction: Must Never 
Be Unfashionable, Obsession: Personal 
Appearance, Pet Peeve: Rimmer, Self- 
Conversation, Cynicism 


AO 5: 2 LT eee 


Arnold Rimmer 
AGL 4 
Athletics 2 
Dance 3 
(Morris 5) 
Self Defense 3 
Pilot: Auto 3 
Pilot: Transport 2 


RIMMER: Damage Report! 

CAT: It's bad, looks like Starbug’s been hit. 

RIMMER: Details, halibut breath! 

CAT: Well according to the damage report 
machine, there's several small fires in 
the cockpit, lots of smoke and the navi- 
comp's fizzing. Oh damn, now the 
damage report machine has exploded. 

-Emohawk 


Kryten 
AGL 3 
Dance 2 
Pilot: Cycle 3 
Pilot: Transport 3 
DEX 2 
Active Games 3 
Craft: Sewing 5 
Firearms 2 
STR 5 
Strength Feat 4 
PER 2 
Aesthetics: Technical Design 5 
Awareness 3 
Con 2 
Social 3 
INT 6 
Anthropology 6 
Astronavigation 3 
Computer Ops 7 
Culinary Arts 6 
Language: Binary 10 
Language: All Others 5 
Life Sciences 4 
Medicine 3 
Theoretical Physics 3 
Trivia: Bureaucracy 4 
(Space Corps Directives 6) 
WIL 2 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Acute Sense: Zoom Eyes, 
Moral Restriction: Asimov's Law, Obses- 
sion: Cleanliness, Obsession: Servitude, 
Fanaticism: Silicon Heaven 


Instrument: Hammond Organ 4 
Repair 2 
(Inflate-A-Date 4) 
STR 4 
Swimming 3 
PER 3 
Aesthetics: Art 1 
Aesthetics: Instrumental Music 5 
(Hammond Organ 7) 
Awareness 4 
Con 2 
Empathy 1 
Passive Games 4 
(Risk 6) 
Seduction 1 
(Rachel 3) 
Social 1 
INT 3 
Astronavigation 3 
Computer Ops 4 
Culinary Arts 3 
History 4 
(20th Century Telegraph Poles 6) 
Language: Esperanto 1 
Mathematics 5 
Trivia: History 3 
(Dictators 5) 
Trivia: Hammond Organ Music 4 
Trivia: 20th Century Telegraph Poles 4 
WIL 2 
Cool 1 
Resist 1 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Smeghead, Delusion: Authori- 
ty, Delusion: Persecution, Cowardice, 
Intolerance: Cat, Obsession: Anal Reten- 
tive, Obsession: Jealousy, Cynicism, Pet 
Peeve: Rastabilly Skank, Pet Peeve: 
Chirpy Optimism, Pet Peeve: Love/Hate 
Relationship with Space Corps Direc- 


In the seventh series, the crew under- 
goes its most radical shake-up to date, with 
Rimmer departing to take on the mantle of 
Ace and an alternate Kochanski joining the 
prime universe crew, cut off from her own 
dimension where she is the last surviving 
female. Several technological wotsits and 
do-hickies come into play, including the 
time drive, a trans-dimensional homing bea- 
con and even nanobots. All of these neat 
new gadgets provide plenty of opportunities 
for new characters to enter a campaign, old 
characters to rejoin, and existing crewmem- 
bers to wave goodbye. Series VII also locks 
the characters into close quarters once 
again, continuing with many of the themes 
established in the previous series. By the 
end, the crew is reunited with Red Dwarf, as 
well as Holly. 


TIKKA TO RIDE 


Mission Profile Bring it On X 


After Kryten has a head swap and becomes a bad- 
ass, the crew take a trip back to twentieth-century Earth 
using the time drive to restock Lister's curry supplies. 
The crew arrive in Dallas, 1963, just in time to knock 
Lee Harvey Oswald out of the window of the book 
depository, saving JFK from assassination. Escaping 


four years into the future, the crew find that they have 
destroyed their own timeline and must restore it by set- 
ting up the future JFK as his own assassin, the gunman 
on the grassy knoll. 


Tikka to Ride can easily be imported into any Red 
Dwarf game in which the crew have any sort of time 
travel device to play around with — a time drive,.a time 
wand or a curious blue police box. Whether they mean 
to or not, use of whichever time device they get their 
grubby little mitts on goes horribly wrong, leading them 
to guest star in JFK as the heroes, inadvertently saving 
the day. Tikka to Ride acts as a fine template for run- 
ning your own time travel adventures, substituting some, 
other destination in place of Dallas in 1963 but making 
the consequences equally damaging to their own time- 
line. 

The Tikka to Ride scenario is composed of the fol- » 
lowing (liberally customized) plot points, and the Al on 
the move can simply grab them as written and insert 
them into his own session. Alternatively an Al with 
slightly more time on his hands can just use the sce- 
nario's plot points as ideas and inspiration for his own 
hand-crafted scenario. 


e The crew find that some non-vital but much loved 
foodstuff or other luxury has ran out after a recent 
binge or been destroyed by a recent calamity. It 
should dawn on them that their supplies of the com- 
modity were probably the last in the universe, and 
that the only way in which they can restock is to use 
the handy nearby time travel device mentioned 
above. If the crewmembers are not heart broken at 
the loss of the luxury, then you might think of some- 


thing more urgent. ——> 
a 111 


side. Their only hope of getting takeaway is to suit 
up and use the time travel device once more to 
restore history. 


e With a bit more trial and error, the crew (hopefully) 
mastermind the restoration of the timeline, either by 
killing Kennedy themselves, or by using someone 
else to do so. The ideal candidate is the future, dis- 
graced Kennedy, who is more than willing to kill 
himself in exchange for going down in history as a 
hero, not to mention having an airport named after 
him. Plus any opportunity to drive conspiracy theo- 
rists nuts is too good to pass over. 


The timeline restored, the crew can now restock 
supplies and return to their own future, hopefully under- 
standing the concept that time travel without a 
reeeeealy good reason is a Very Bad Thing™. 


yn The time travel device is not terribly accurate, and 
A spews the crew out far from their intended take- 
away, at some crucial juncture in time — the 
assassination of JFK, the first moon landing, the 


invention of the donut, or some other momentous 
event. They should be disoriented when they first 
arrive, and their presence or actions disrupt the flow 
of history in whatever dark or amusing manner you 
see fit. It may take a while for the crew to work out 
where they are or what they have just witnessed (or 
failed to witness, as the case may be). 


who turn up to make their lives a misery — the Dal- 
las branch of the FBI, an angry Buzz Aldrin and Neil 
Armstrong or scores of furious policemen. The next 


native history fantasies — perhaps as a result of the 
crew's actions the Soviets have won the Cold War 
and everyone in the US speaks Russian, or maybe 
they never reach the moon and the human race 
remains forever Earth-bound, or whatever strikes 
your sick and twisted fancy. 


Worse is, naturally, to come, for when the crew try 
and return to Starbug for a second time it’s not 
there, and not in the forgotten-where-you-parked 
sense. Somehow as a result of the changes to the 
timeline someone else won the space race and the 
JMC (and thus Starbug and Red Dwarf), was never 
created. The crewmembers are now stranded for- 
ever, with no hope of restocking their missing 
commodity. Fun can be had here with crazed 
passers-by attacking, or with the discovery (and 
cooking) of Mysterious Meats found by the way- 


Time Travel for Fun and Profit 

So, the crew have skewed perceptions about 
good things and bad things, danger and safety, 
tuna mayonnaise and coronation chicken, and 
decided that the life of a time traveler is for them, 


lp 
Eventually the crew will realize that they need to or that the alternate reality they have inadvertently 
use the time travel device again, either to return to created is good too. What to do? Run with it of 
Starbug, or merely to escape from the local heavies course! Remember how time travel turned out 
4 


back in Series VI for the crew? They ended up as 
bad people, and hopefully your crew will come to 
their senses before they start dining with the 


“ . use of the device goes wrong too, leaping them for- Hitlers, or before they mess the timeline up too 
ward in time where they can witness the havoc they much. Play with this for a few sessions, have 

/ have wreaked on the timeline. You are encouraged them explore their new reality or ages dim and dis- 
A to go wild at this point, and indulge all of your alter- tant. No doubt they will relish the opportunity to 


screw up your world, which will make payback all 


the sweeter. 

After they have had some fun, but before it 
gets too dull, wheel out a nemesis for them — 
alternate or future versions of the crew, fellow time 
travelers or the surviving crew from the Soviet 
Space Corps mining vessel Red Dwarfski, all 
eager to stop the crew from meddling with their 
timeline. Their enemies will be desperate oppo- 
nents, and should be far more unpleasant than 
anything the crew normally faces (yes, including 
that moldy laundry beast). Hopefully, this will 
make the crew realize that their own timeline real- 
ly is better for all concerned. The crew will then 
beg you for the opportunity to put things back the 
way they were... almost... and will concede that 
the Al really does know best. 
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John Fitzgerald Kennedy 
The charismatic, womanizing US 
President who was assassinated 
(by himself) in 1963, after steer- 
ing his country through the 
Cuban Missile Crisis and avoid- 
ing nuclear war with the USSR. 
In another reality, in which JFK 
was not assassinated, he was 
impeached for sharing a lover 
with a Mafia boss, sentenced to 
five years in prison and an eter- 
nity in disgrace. Lister 
persuaded him to return to 1963 
and kill himself, thus ensuring 
that history would 
remember him as a 
hero. 
AGL 3 

Pilot 4 
DEX 3 

Firearms 4 
STR 3 
PER 5 

Con 4 

Empathy 5 

Seduction 5 

Social 5 
INT 4 
WIL 2 

Cool 3 

Resist 2 
INIT 9 
SHRUG 3 
SAVE 5 
Personality: Celebrity (3), 
Charisma, Addiction: Women 


Badass Kryten 
"Just call me badass!" 
Unleashed onto the unsus- 
pecting world when Lister 
swapped Kryten's head with 
Spare Head 2 and removed 
his guilt chip for the express 
purpose of going back to 
Earth with the time drive. Kry- 
ten truly was a badass, for 
with no guilt chip he had no way of telling 
good from bad, nor did he receive error 
messages when preparing an abandoned 
corpse as dinner for Lister and Cat. He 
smoked, drank and used his groinal attach- 
ment at the most inappropriate of times. 
But, with his help Lister got his bulk order 
of curry, so everything worked out ok. 
AGL 3 
Pilot: Cycle 3 
Pilot: Transport 4 
DEX 2 
Firearms 3 
STR 5 
Strength Feat 4 
PER 2 
Awareness 4 
Con 5 
INT 6 
Computer Ops 5 
(Time Drive 7) 
Culinary Arts 5 
(Dead people 7) 
Language: All 5 
WIL 2 
Cool 5 
Intimidation 5 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Acute Sense (Zoom Eyes), 
Gimboid, Bad Habit (Whisks People's 
Drinks With Groinal Attachment) 
Note: Bad Ass Kryten's personality is not 
so much defined by the traits he has as it is 
by a lack of the traits Kryten normally has, 
such as any sort of Moral Restriction or 
Obsession. Notice that his Asimov's Law 


restriction has been removed. 


Lee Harvey Oswald 


AGL 4 
AGL a Gunnery 3 
oC 3 Self Defense 4 
Pilot: Auto 3 
Self Defense 3 Eee 
Pilot: (select any) 3 Demon 
DEX 3 
Craft: Sewing 3 he. ie 6 a 
(Needlepoint 5) pees rument: Glockenspie 
Demolitions 3 ica 
ii Endurance 4 
STR 4 a 
Climb 3 
Endurance 3 erence 5 
PER 3 
Awareness 3 1" pee 5 
Security 3 eee 
INT 3 
Computer Ops. 3 sano Ca 4 
WIL 3 phy 
j WIL 3 
Resist 2 an 
INIT 7 
SHRUG 4 ne 3 
Be : ity: ici SHRUG 4 
ersonality: Fanaticism (3), eo 


ppllty (2) Personality: Fanaticism: Pro-Castro (3) 


Lee Harvey Oswald can have any insanity 
from the Space Madness Table (RDRPG, page 
122-123; RDEBB, center panel) at any given 
time. Just roll randomly and watch the fun! 


JMC Starbug (Expanded Edition) 

After the altercation with their future selves, the crew found that Starbug was suffering from massive 
dimensional anomalies, leading to the cargo bay being 212% larger than before and the addition of a fully 
functioning docking bay, with no perceptible increase in size on the outside. Kind of like... well, you know 
what. It also acquired several miles of ducts and vents, as well as a propensity to attract subspace tears 
and tunnels, and you never know when those might come in handy. 

Type: Class 2 ship-to-surface transport, with bolt-on 
dimensional extras 

Size: Medium 

Crew: 1 (sleeps 4, can support 1 hologram plus the ship's 
Al, as well as enough cargo space to fit the annual pro- 


duce of a small African nation) 
SPD 3 

MAN 3 

SHL None 

HUL 20 

Weapons: none 
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STOKE ME A CLIPPER 


Mission Profile 

After rescuing the beautiful 
Princess Bonjella from the 
clutches of pantomime fascists 
on War World, Ace Rimmer is 
mortally wounded and arrives on 
Starbug seeking that most 


unlikely of things — to make 
hologram Arnold Rimmer his 
heir. Reluctantly, Rimmer 


accepts and must endure a steep 
learning curve before he is ready 
to put on the gold-spangled 
bomber jacket and disco wig and 
become the latest in a long line 
of Aces. 


Bring it On 

The Stoke Me a Clipper scenario can be easily slot- 
ted into a Red Dwarf campaign, even if it doesn't include 
any Arnold Rimmers, Rimmer clones or pseudo-Rimmer 
variants of any sort. The crew can still interact with Ace 
Rimmer, who may be the best person of all time. The 
prologue to this episode, involving Ace's daring rescue 
of the Princess on War World, can also provide won- 
derful material for a scenario, and all the pertinent 
setting details can be found in the A/ Screen Extra Bits 
Book. 

A Stoke Me a Clipper-style scenario can be adapt- 
ed from the following plot points. The scenario as 
written assumes that the crew is Rimmer-free, but see 
the sidebar for suggestions for using it alongside a crew 
avec Rimmer. 


e The crew is engaging in some medieval fun and 
games in the AR Suite as part of an increasingly 
desperate search for some more varied company. 
Midway through the fun, the AR Suite power fails 
and the crew is rudely ejected to find a disco in 
progress red, green and blue alert signs are all 
flashing. The cause of the alert is a massive 
dimensional disturbance right next to the ship. A 
Pilot check is needed to avoid collision with some 
nearby hazard an ion storm, comet or the ship's 
recently jettisoned sewage. Just before disaster 
ensues, another ship emerges dangerously close 
and hails the crew it is none other than the univer- 
sally famous Ace Rimmer! Depending on previous 
scenarios, the crew may or may not have met Ace 
already, but they will almost certainly have a poster 
of him up on the fridge door. This is a great oppor- 
tunity to get it signed! 


e Coming onboard, Ace » 
confesses that he is near 
death, his light bee hav- 
ing been hit by a. bullet 
while fighting on War 
World. He will explain 
the concept of the long, 
line of Ace Rimmers and 
request the help of the 
crew to either find a sucs 
cessor, or locate the Ace © 
Rimmer graveyard. With 
the use of the dimension 
jump drive from Ace's » 
ship the crew can hop 
between parallel universes in a search for a Rimmer 
to take on the mantle of Ace-dom. This is no easy » 
task, but it's fair to say that, as the cosmos likes a 
cruel joke, there will be a Rimmer within a short 
drive of any dimension jump. \ 


3000 Vomit Bags Isn’t Enough 

If the crew consists of a Rimmer of sorts, then 
you should play out the inevitable conflict of per- 
sonalities between Rimmer and Ace to the hilt — 
whether it be Smeghead Rimmer vs. Ace Rimmer, 
or Smeghead Jones vs. Ace Jones. Ace will con- 
fide in Rimmer, revealing that there have been 
many, many Ace Rimmers, the mantle passed on 
to another Rimmer each time the end was nigh. 
The current Ace is a hard-light hologram whose 
light bee has been irreparably damaged. He 
wants Rimmer to become the next Ace and con- 
tinue to save the galaxy. If Rimmer accepts, Ace 
will train him and reconfigure his light bee so he 
can appear as Ace. As Ace dies, Rimmer 
becomes the next Ace Rimmer. How you contin- 
ue from here is up to you — this can provide a 
departure point for Rimmer, as in the episode, or 
perhaps the new Ace Rimmer can remain part of 
the crew and roleplay through his evolution into 
Ace. The crew may well have access to a shiny 
new dimension jump drive if you wish it, allowing 
the campaign to be given a whole new... dimen- 
sion. Of course, Rimmer could simply reject the 
prospect and continue on his merry way, in which 
case the long line of Aces will die out and a thou- 
sand hairstylists will go out of business across the 
universe... 


e While searching for Rimmer, one of the knights 
escapes from the AR Suite and runs rampant 

A aboard the ship. As a variant of the canon story, 
Ace is employed to help, but is slain in the process. 

If the crew is to honor Ace's last wish, they can use 

the trans-dimensional homing beacon in the DJX-1 

to find the Ace Rimmer graveyard, comprising bil- 
lions of capsules making up the majestic ring of a 


gas giant. 


King 
The great thing about AR 
games is that you can 
cast magnificent Shakespearean actors 
like Brian Cox as your confused and 
perturbed monarch! Aside from being 
portrayed in pixels by Mr. Cox, the King 
wishes it to be known that he enjoys 
flogging peasants, silk underoos, back- 
waxing and naps. 
AGL 3 
Ride 3 
Self Defense 3 
DEX 3 
STR 4 
Endurance 3 
(Ribaldry 5) 
Instrument: Bellows 3 
(Accordion 5) 
PER 4 
Awareness 2 
Social 6 
Other: Command 3 
INT 3 
Passive Games 3 
(Go Fish 5) 
WIL 3 
Intimidation 2 
Resist 2 
INIT 7 
SHRUG 4 
SAVE 7 
Personality: Rank (3), Material Wealth 
(3), Obesity (1), Gullibility, Moral 
Restriction (Chivalry), Unusual Talent: 
Does An Awesome Hannibal Lecter (3). 


King's Champion 
Once the most fearsome defender of all the 
King's land and the hotly tipped favorite to take 
the Princess’ hand in marriage (if there ever is a 
princess to give it, what with the queen wearing 
that cumbersome steel nappy all the time), the 
King's Champion was made a fool of when Lister 
entered the cheat codes and turned his horse into 
a tiny pony—and shortly thereafter turned his 
head into a decorative ornament. No one makes 
a fool of the King's Champion! 
AGL 4 

Athletics 3 

Ride 5 

Self Defense 4 

(Big Swords 6) 

DEX 3 
STR 4 
PER 3 
INT 3 
WIL 3 

Intimidation 4 

Resist 2 
INIT 7 
SHRUG 5 
SAVE 9 
Personality: Courage, Stoicism (2), Moral Restric- 
tion (Chivalry) 


Trans-Dimensional Homing Beacon 

A tiny dimension jump engine and drive allow this 
frivolous use of technology to flit across space until it 
arrives at its preset coordinates. The beacon is com- 
monly used for long-range mail deliveries. Whole 
galaxies have been invaded and overrun by fleets of 
beacons delivering spam throughout the universe. 


Queen 
What do you get 
when you put a sexy 
sitcom actress ina 
14th Century gown 
and give her a French accent? Pure 
delight! Editor’s Note: Ugh. Where did you 
get this? Her publicist? Needless to say, 
Lister isn’t likely alone in his desire to 
invoke the Chastity Cheat in the game 
and make a tent go all wobbly with her. 
AGL 3 
Athletics 3 
(Move With Chastity Belt On 5) 
Ride 4 
(Horses, You Filthy-Minded... 6) 
DEX 4 
Instrument: Wind 4 
(Penny Whistle 6) 
STR 2 
Endurance 4 
PER 4 
Awareness 4 
Seduction 6 
Social 6 
INT 3 
Language: English 5 
WIL 3 
Resist 3 
INIT 8 
SHRUG 3 
SAVE 5 
Personality: Charisma, Double-Jointed 
(3), Rank (3), Material Wealth (3), Moral 
Restriction (Chivalry), Unusual Talent: 
Involves Six Gerbils and a Vat of Vanilla 
Custard (2). 
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Arnold Rimmer (as the new 
“Ace”) 
AGL 5 
Athletics 3 
Dance 3 
Gunnery 2 
Self Defense 5 
Pilot: Motorcycle 4 
Pilot: Transport 3 
Pilot: Starfighter 4 
Pilot: Experimental 4 
DEX 3 
Demolitions 3 
Firearms 3 
Instrument: Hammond Organ 5 
Repair 5 
STR 4 
Climb 2 
Endurance 3 
Swim 4 
PER 4 
Aesthetics: Fashion 4 
Awareness 5 
Empathy 4 
Seduction 5 
Social 3 
INT 3 
Astronavigation 4 
Computer Ops. 4 
Culinary Arts 4 
Medicine 4 
Trivia: 20th Century Telegraph Poles 4 
WIL 3 
Cool 5 
Intimidation 3 
Resist 4 
INIT 10 
SHRUG 5 
SAVE 10 
Personality: Celebrity (3), Charisma, 
Courage, Rank (2), Stoicism (3), Fanati- 
cism: Duty (1), Delusion: Indestructibility 
(2), Gimboid, Cynicism 
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Princess 


(EBB, page 11) 


AGL 3 


Captain Voorheese 
(EBB, page 12) 


Z . AGL 3 
Bonjella A Athletics 4 
: : Gunnery 4 
Self Defense 5 


Athletics 3 y, p. Stealth 4 


(Riding 5) HSN Pilot: (Aero) 5 
Self Defense 3 ; DEX 3 a 


Pilot: Auto 4 


DEX 3 


Demolitions 4 
Firearms 4 


Craft: Sewing 3 STR 2 
(Sheer Evening Useful Bits Endurance 5 


Gowns 5) 
Firearms 5 
| STR 3 
Climb 4 
Endurance 3 
4] PER 4 
Awareness 4 
Security 2 


INT 4 


Computer Ops. 4 


WIL 3 
Resist 
INIT 7 
SHRUG 3 
SAVE 6 
Personali 
Dumb 


(3), Fanaticism (3) 


The following bits of PER 4 
gear also appear in Stoke Aesthetics: Evil 4 
me a Clipper. Details can (Nefarious Plots 6) 
be found for each within the Awareness 5 
pages of the various source- Con 5 
books as listed below. Empathy 4 
Passive Games 4 
VoxMod Vocal Disguise (Tiddly-Winks 6) 
Unit, EBB, page 14 Seduction 4 
Reich Pistol (use Revolver Social 4 
stats), RDRPG page 75 INT 4 
Sub-Machine Gun, RDRPG Anthropology 4 
page 75 Computer Ops. 5 
Culinary Arts 4 
Fondue 6, 
ity: Charisma (2), a 4 oo) 
Luck (2), Rank (Evil 6) 


3 


Language: Churrman* 5 
Life Sciences 3 
Mathematics 4 
Philosophy 4 
(Evil 6) 

Security 4 

WIL 4 
Cool 5 
Intimidation 5 
Resist 5 

INIT 7 

SHRUG 3 

SAVE 6 

Personality: Ritual (must reveal 
nefarious plot before killing 
enemies), Addiction: 
Hogan's Heroes (2), Fanati- 
cism: Evil (3), Fanaticism: 
Power (3). Note: unloved 
by father, mother made him 
wear shorts until university. 


Snappy the Alligator 
(EBB, page 12) 
AGL 2 
Stealth 3 
Animal Combat 6 
DEX 1 
STR 7 
PER 3 
Aesthetics: Flesh 2 
(Human Flesh 4) 
INT 1 
Come When Called 2 
WIL 1 
Personality: Direction, Fanati- 
cism: Hates Steve Irwin 
With a Violent Passion (2), 
Cold Blooded (2) 


* Speaks fluent German as well (no skill 
needed) 


Bomber 

More information on this vehicle can be found in the Extra Bits Book, page 15. 
Skill: Pilot: Aero 

Type: Aero 

Size: Small 

Crew: 2 (8) 

SPD 1 

MAN 2 

SHL None 

HUL 10 

Weapons: 

4 Hvy. Machine Guns — nose, top, belly, tail — WA-1, WR 7, DB +1, Range 100m, Ammo 100 
40 bombs (full load) WA 0, WR 10 


Pursuit Bike 
More information on Jet Cycle 
this vehicle can be More information on this vehicle can be found 
found in the Extra in the Extra Bits Book, page 16. 
Bits Book, page 16. Skill: Pilot: Cycle 
Skill: Pilot: Cycle Type: Cycle 
Type: Cycle Size: Small 
Size: Small Crew: 1 (2) 
Crew: 1 (2, with SPD 4 (requires 
sidecar option) rocket boost to go 
SPD 4 (ground only) from ground to air) 
MAN 3 MAN 4 
SHL None SHL None 
HUL 5 HUL 5 
Weapons: Can be fitted with a variety of SMG and Weapons: Can be fitted with a variety of SMG 
light rocket loadouts, and/or a single heavy weapon and light rocket loadouts 
mounted on optional sidecar 


Space Corps DJX-1 Prototype 

More information on this vehicle can be found in the Extra 
Bits Book, page 18. 

Skill: Pilot Experimental 

Type: Experimental Spacecraft 

Size: Small 

Crew: 1 (2) 

SPD 4 

MAN 3 

SHL None 

HUL 15 

Weapons: None (but has space for 1 heavy weapon loadout) 


“Mission Profile 

Lister's attempt to take a brave new direction in the 
world of style is cut short by an encounter with a swirly- 
wibbly-orangey temporal rift, which weakens the fabric 
of reality on the ship and leads to a trans-dimensional 
linkway forming between alternate Starbugs. Meeting 
_Ahe crew of the alternate Starbug, Lister is surprised to 
see an alternate Kochanski in the flesh. Before Lister 
can provide Kochanski with a sperm sample — Krissie 
ants a.baby and her Dave is a hologram — the linkway 
is attacked by a battle cruiser belonging to Lister's 
‘ GELF missus. Despite the crew's best efforts to return 
issie to her own reality, the linkway is destroyed and 
reality repairs itself, leaving her trapped onboard the 
wrong Starbug. Kochanski and Lister end up having a 
baby before it finally dawns on Lister that he is his own 

“father and Kochanski his mother. 


Bring it On 

_“ Ouroboros can easily be imported into any Red 
Dwarf game in which the crew are out and about in their 
Starbug or other small shuttle, sight seeing, shopping or 
just cruisin' for chicks. Ouroboros provides yet another 
fine opportunity for dimension-hopping shenanigans, 
and allows the crew to exercise their social skills by con- 
vérsing with alternate versions of themselves and, er, 

“blowing up GELFs. 

\ Ouroboros is composed of the following (greatly 
riffed upon) plot points. Use them at will! 


4 e The crewmembers are out and about in Starbug, 
either in hot pursuit of Red Dwarf or returning home 
/ aftera hard day's nothing, and have discovered a 
previously forgotten trunk full of pantomime clothes. 
As they try out feather boas, outrageous hats, frilly 
dressing gowns and big horse costumes, the long 
range scans detect something weird (with a capital 
WE no less) — either a wibbly thing or a swirly 
thing, it's impossible to say which at this range. The 


OUROBOROS 


weird disturbance 
is a mass. of 
orange energy, a 
tear in the fabric of 
space-time. The 
temporal rift is 
moving through 
space very quickly 
and heading 
straight for 
Starbug. It is 
impossible to out- 
run and a 
successful Pilot 
check is needed to 
navigate around it 
safely. Failure leads to the ship taking an amount of 
damage equal to the margin of failure multiplied by 
a WR of 5. 


The rift is expanding all the while and, as the ship 
passes through the rift, the internal sensors detect 
an energy disturbance on the lower deck. Investi- 
gation reveals that one of the walls has been 
consumed by a shimmering blue light and any sort 
of scan shows that the membrane between two 
realities has temporarily collapsed and created a 
linkway between parallel dimensions. The linkway 
looks like a tunnel made out of weird light effects 
and boiling mist. It does not feel stable, although it 
does support the crew's weight... mostly. In a cou- 
ple of places the linkway partially collapses, 
revealing inky blackness filled with streams of multi- 
colored light. This is non-space, the place between 
dimensions and realities where time does not exist. 


Walking down the linkway is a parallel version of the 
crew, similarly investigating the temporal rift. The 
alternate crew is keen to come aboard and 
exchange information and supplies and both crews 
are just heading to Starbug when there is a huge 
explosion from the linkway, almost tearing it apart 
and distributing the crews randomly between the 
two ends. Athletics checks are in order to avoid 
ending up dangling over the abyss. Scans reveal 
that the explosion was caused by a GELF battle 
cruiser, which has somehow infiltrated non-space. 
It should quickly become apparent that the linkway 
is no place to hang about and chat while under 
attack, and no sooner have the crew scampered for 
cover in the closest Starbug than the linkway com- 
pletely disintegrates. 


Parallel Lives 

Ouroboros is the latest 
scenario in which a variant 
Red Dwarf crew makes an 
appearance — the Al 
should feel free to steal 
ideas from such scenarios 
as Parallel Universe, 
Demons & Angels and Out 
of Time. There should be 
an approximate counterpart 
for each of the existing 
crewmembers so that each of the cast has a chance to 
interact and roleplay with an alternate version of him- 
self. Roleplaying the differences and personality 
clashes between them will inevitably come to the fore. 
The Al should probably figure out how this crew came to 
be, as players have a tendency to ask annoying ques- 
tions like that. 

It is up to the Al exactly how the scenario proceeds 
from here — the 
existing crew may 
be split between 
the two ships and 
run both in paral- 
lel with one 
another until the 
conclusion of the 
scenario.  Allter- 
nately, both crews 
could be stuck on 
the one Starbug 
(ideally the more 
smeggy of the 
two) or just one or 
two alternate 


JMC Starbug (Alternate Version) 


crewmembers could be 
trapped along with the 
player characters. 

The crews have little 
time to take stock of their 
situation when theirship is » 
rocked by a warning shot 
from the GELF vessel, 
which has crossed back» 
into real space. The 
GELFs hail Starbug and 
demand recompense fo XK 
some misdemeanor or other, to be paid either in favors 
of an explicit nature, or in skulls to be added to the 
GELF mantelpiece. 


\ 


e Assuming the crew doesn't take the GELFs up on 
their offer, the battle cruiser swings round and 
begins to attack. How you handle the combat. 
depends on the crew's ship — a Starbug tooled up 
with dangerous hardware may well be able to deal 
with the cruiser in a straight dogfight. A less well 
armed Starbug will have to resort to raw cunning to 
escape the GELFs — luring them into a limpet 
mined asteroid field, down onto a convenient planet 
and through a canyon, or fleeing and hiding*behind™®. 
some miscellaneous small moon. A final option for 
the crew is to flee into non-space and hope the 
GELFs don't notice, or at least don't follow. \ 


e Once the GELF cruiser has been chased off or 
destroyed, communication with the alternate Star 
bug can be made with a successful Computer Ops» 
check. The linkway can be re-established by find- 
ing a positive trans-dimensional trace, sifting 
through the electromagnetic phasing frequencies 
and finally inverting the signal. Alternatively a suc- 


The Starbug belonging to the alternate crew was a lot better equipped than the standard Starbug, sporting 
a tachyon-powered engine core, two turret mounted laser cannons and no unpleasant lingering odors — 
that's what comes of having a woman in charge. The alternate Starbug briefly sported a top-of-the-range 
entrance to non-space and a trans-dimensional linkway to boot. 


Type: Class 2 ship-to-surface transport, modified 
Size: Medium 


Crew: 1 (sleeps 4, can support 1 hologram plus the ship's Al) 


SPD 4 


MAN 3 

SHL 2 

HUL 20 

Weapons: Laser Cannon (2, turret); WA+1, WR8. 


KSI 


cessful Astronavigation or Theoretical Physics 

4 check bypasses all the long words and much of 
the sciencey-bits. 

e/ The newly formed linkway is still very dangerous 

“ to cross, especially with either the same (or a 

second) GELF vessel detected in non-space. 

, The temporal rift is now sufficiently large to allow 

FA both .Starbugs to enter non-space themselves 

and gang up on the GELF ship to secure the 

linkway. GELFs prefer the odds to be on their 

/ side and don't hang around too long if outnum- 

bered and outgunned. No sooner have the crews 

returned to their own ships than the linkway col- 

/lapses once again, this time permanently, 

hopefully with every- 

one where they 


/ belong. 
A 


Useful Bits 


The following bits of gear 
also appear in Ouroboros. 
Details can be found for each 
within the pages of Red Dwarf — 
The Roleplaying Game. 


Self-Gamete Mixing In-Vitro 
Tube, page 63 

Uterine Stimulator, page 64 

Crossbow, page 75 


GELF Ship 

More information on the GELF ship can be found on page 81 of Red 
Dwarf — The Roleplaying Game. 

Type: GELF designed attack/pursuit vessel 


Size: Medium 
Crew: 1 (4) 


SPD 2 
MAN 3 


SHL None 


HUL 20 


Weapons: 


Laser Cannon (2, fixed-wing); WA+1, WR8. 


JMC Personnel Shuttle 


Often used for troop transport and shore leave, the Personnel Shuttle offers all the comforts of a modern airlin- 
er, without the leg room, in-flight movie or stale peanuts. 


Type: JMC Short-Range Orbital Shuttle 
Size: Medium 

Crew: 2 (40) 

SPD 1 

MAN 2 

SHL None 

HUL 20 

Weapons: None 


Alternate Kryten 
Kryten is perhaps the 
least different in his 
alternate version. 
Aside from a _ few 
boosted skills and Ganymede 
Gold metallic casing, he’s pretty 
much the same droid without so 


Alternate Lister 
In an alternate uni- 
verse, Kochanski 
was put in stasis and 
Dave Lister was killed with the 
rest of Red Dwarfs crew. He is 
now a sensitive and _ intelligent 


hard light hologram who no Alternate Cat many annoying habits. 
longer requires an after-sex Curry. Instead of the vain, self-centered AGL 3 
Some things never change, how- felis sapiens with no concern for Dance 3 
ever. He still hates Doug others, Alternate Cat is a vain, Pilot: Cycle 4 
McClure. self-centered felis sapiens WITH Pilot: Transport 4 
AGL 3 concern for others — what a dif- DEX 2 
Pilot: Cycle 4 ference a dimension can make! Active Games 4 
Pilot: Auto 4 AGL 5 


Craft: Sewing 6 


Pilot: Transport 6 Athletics (With Style) 5 Firearms 3 
DEX 3 Dance (With Style) 6 STR 5 
Craft: Crochet 6 Gunnery 3 Strength Feat 5 
Firearms 4 Pilot: Transport (With Style) 6 PER 2 
Instrument: Guitar 5 Stealth 5 Aesthetics: Technical Design 
Repair 5 DEX 3 6 
STR 4 Active Games: Party 6 Awareness 4 
Strength Feat 3 Craft: Clothes 8 Social 4 
Swimming 4 Firearms 4 INT 6 
PER 4 STR 3 


Anthropology 6 


Aesthetics: Poetry 4 PER 4 Astronavigation 3 
Aesthetics: Opera 4 Aesthetics: Fashion 6 Computer Ops 7 
Awareness 4 Awareness 7 Culinary Arts 6 
Passive Games: 4 Empathy 4 Language: Binary 10 

(Bridge 6) Passive Games 3 Language: All Others 6 
Social 3 Seduction 3 Life Sciences 5 


INT 3 Social 4 Medicine 4 


Eomputer Ops. 4 INT 2 Theoretical Physics 4 
pegged Esperanto 5 Anthropology 3 Trivia: Bureaucracy 4 

we (Cat 5) (Space Corps Directives 
Cool 4 Computer Ops 5 
Resist 5 WIL 3 

INIT 7 Cool 7 


SHRUG 5 Intimidation 3 

SAVE 9 (Look Big 5) 

Personality: Dumb Luck (2), INIT 10 Personality: Acute Sense: Zoom 
Direction, Stoicism (2), Intoler- SHRUG 3 Eyes, Stoicism (2), Moral 


ance: Doug McClure (3) SAVE 5 Restriction: Asimov's Law (3), 


Personality: Acute Fanaticism: Silicon Heaven 
Sense: Smell, Charisma, (3) 

Dumb Luck (2), Moral 

Restriction: Must Never 


Be Unfashionable (3), 
Obsession: Personal 
Appearance (3), 


ol 


DUCT SOUP 


“Mission Profile 
Kept awake one long night by the malfunctioning 
heating system, the crew has little to do to pass the time 
except watch Kochanski's underwear do acrobatics in 
the washing machine and contemplate the wretched- 
ness of a fridge full of shoes and pipes that go nurieek 
An the night. Meanwhile Kryten, plagued by images of 
Kochanski and Lister getting together and booting him 
out, sabotages Kochanski's bathtime, inadvertently 
_/reaking both the generator and the backup generator. 
In order to bypass all of the sealed doors and reach the 
‘ generator before the ship collides with something big, 
he crew must undergo a voyage of discovery through 
Starbug's now extensive array of ducts. 


Bring it On 

“4 Duet Soup can easily be imported into any Red 
Dwarf game in which the crew is composed of a bunch 
of/neurotic, paranoid crazies stuck aboard a spaceship 

_Adgether (pretty much every Red Dwarf game then...). 
Duct Soup acts as the perfect opportunity for a spot of 
genre bending if the Al or players are hankering for 
some old fashioned, dungeon crawling fun (hey, ever 
notice “how much Kryten's head resembles a twenty- 
sided die?). 
/ The Duct Soup scenario can be slotted into an 

“existing campaign or adapted from the following plot 
points (which have been brutally smacked around with 
a/plastic spatula): 


7 e The crewmembers are kept awake one night by the 
malfunctioning heating system, leading to melting 
wax-droids, pipes that 'sqweloookle' when they 
should 'nurieek’', and the tea towels set to dry on the 
radiator catching fire at inopportune moments. Any 
attempt to adjust the thermostat simply leads even 
warmer conditions and half of the crew's clothes 


shrinking to a tenth of their actual size in the laun- 
dry. 


Any attempt at repair leads to the generator over- 
loading and the whole of the ship plunging into 
darkness. When the backup generator kicks in, it 
creates a romantic atmosphere with red mood light- 
ing, which only lasts for a couple of minutes before 
dying too. All systems deactivate, including the 
internal doors, the autopilot and the morning alarm 
call, leaving the crew trapped in some sweaty cor- 
ner of the ship. The only way to avert disaster is to 
reactivate the backup generator by hand and the 
only way to get to it is via the service ducts. 


An Al with an evil glint in his computer-generated 
eye can add a little time pressure by having an 
inconvenient meteor storm or other miscellaneous 
wibbly-thing appear on the long range scans just 
before the power dies. 


The crew should be given a little time to prepare 
and pack for the expedition. Once in the system, 
emphasize how claustrophobic the ducts are and 
keep checking on the crew's marching, er, crawling 
order. If they have a motion sensor you may want 
it to beep now and then, just to keep them on their 
toes. 


As the crewmembers make their way through the 
tunnels, there is an unsettling rumbling noise in the 
distance — a watery, roaring noise much like water 
roaring down a passageway. This is the recyc water 
that flushes out the ducts every four hours. Give the 
crew a moment or two to come to this conclusion 
and then a further moment to react — there are 
multitudes of side tunnels to hide down, or conven- 
ient hatches to open and escape through just in 
time! A minute later there is a different noise, this 


time a swirly, windy, water-dry- 
ing, hurricaney type of noise, 
as the duct dryer kicks in, turn- 
ing the vents into a wind tunnel. 
There is no escape from the 
dryer and the crew are picked 
up and tossed about before 
being dropped with little harm 
done. Needless to say, the 
coiffured amongst the crew are 
now in desperate need of an 
appointment with their stylists! 


e The crawl through the tunnels 
takes hours and hours and 
there is little to alleviate the monotony save their 
own inane banter. A little variety can be injected by 
introducing any manner of beastie that's been 
dwelling in the depths of the duct system, from a 
polymorph to a mutated pair of socks to a band of 
escaped kobolds from the AR suite. Alternatively 
the crew may have thought ahead and packed their 
copy of travel Scrabble — a quick game now and 
again will add to the excitement far more than a 
wandering monster ever can. 


e As the crew plod towards their destination, the 
sound of the recyc water can be heard once again, 
only this time there is nowhere to escape! The crew 
are caught up in the immense swell of rushing water 
and flushed along the ducts at great speed. Players 
need to make a SAVE or suffer one wound level. 


Motion Sensor (TH285) 

This hand held device is the best scanner avail- 
able to the spacefarer on a shoestring! An urgent 
sounding chime alerts the user to any and all move- 
ment detected within a 250 ft radius, along with a 
vague indication of the direction. Always irritated by 
the emphasis placed by other scanners on large 
beastly beasts, neglecting the local wildlife you came 
to see? Well no more! The TH285 places an equal 
emphasis on both, from the largest wilderphant to the 
smallest lab-rat, emitting the same size beep regard- 
less of the size of the life sign. 


Reality Check: The motion sensor does not 
require any roll to activate or use. It simply emits a 
shrill beep whenever it detects movement within a 
250-ft radius. Its real purpose is to heighten the ten- 
sion amongst the crew and make them jump at 
shadows! 


Ingenious crewmembers may 
attempt to fashion a crude raft 
or surfboard from nearby bits» 
and bobs, negating the dam- 
age and adding a lot to their 
style until they collide with the» 
sturdy grate that prevents 
them from tumbling into the 
ship's water tanks. A moment, 
later they are blown by the 
fans once more, but it's about 
as effective as a washroom_ 
hand-dryer when it comes to 
actually, you know, drying 
things. From here they can easily climb down in 
the generator room and use the emergency override 
(consisting of a crank and some good old muscle) to 
reactivate it. The doors open and disaster will no 
doubt be avoided at the last possible moment. ‘\ 


Duct Off 

The ducts on the expanded Starbug consist of 
two miles of ventways and tunnels that wind 
through the ship, exiting in all manner of useful 
places and containing a multitude of big, 
impressive and ultimately pointless fans. Of 
course, this is just on a vessel the size of the 
expanded Starbug — on a larger ship the ducts 
could extend much, much further. On Red 
Dwarf a whole civilization could rise and fall in 
the duct system, and no one would be the 
wiser. Even though Starbug houses a smaller 
system, the scenario can still be made chal- 
lenging. Size doesn't matter, after all — it's 
where you go with the duct that's important. 
Regardless of their length, the internal ducts 
on the expanded Starbug are cramped, rectan- 
gular corridors where passage is only possible 
by crawling. If this means making the ducts 
only two feet wide (as would be the case for a 
crew made up entirely of Vindaloovians), then 
so be it. At semi-regular intervals, ceiling 
hatches and vents can be unscrewed to allow 
entry into parts of the ship if you have small 
enough hands to reach through and loosen the 
bolts. Exactly why there are so many ducts is 
unclear, but they do come in handy now and 
again, especially if you're a bloodthirsty GELF 
with a penchant for sneaking undetected 
through the ship. 


“Mission Profile 
Torn up by the departure of his best mate (and by 
"pest mate" we mean "the total prat he'd most like to 
“have fed to an aquarium full of ravenous piranha"), Lis- 
ter admits to actually missing Rimmer. After a near miss 
with a comet, the crew goes about losing some excess 
Meight from the cargo hold, a process that dredges up 
yet more fond memories of Rimmer. The problem, it 
would seem, is sentimentality. The cure? A trip down 
_Memory, lane thanks to Kryten's truly terrifying fair- 
ground ride tribute to Rimmer, complete with miniature 


Rimmer robots singing the smeghead's praises. 
4 
4 


4 

Bring it On 
Blue is a difficult scenario to use verbatim in a Red 

_Dwarf game, simply because of the thematic nature of 
the episode. However, there are plenty of plot elements 
to mine, and a fun time for the whole family! Blue can 
either be used as an opportunity to remember a depart- 
ed crewmember with misty eyed fondness and/or horror 
or simply as a run-of-the-mill survival scenario with the 
crew adrift in space and set upon by tiny, cute, deeply 
unsettling robots. Be ye warned — the following plot 
points are extrapolations to suggest ways of adapting 
Blue's various themes to your scenario, not a play-by- 
play of the show itself. 


e The crew is engaged in the eternal debate — 
whether the salad cream belongs in the cupboard or 
the fridge — when all of the hazard approach lights 
begin flashing. On Starbug this indicates an emer- 
gency, although it does not specify on which end of 
the baked-potatoes-burning or nearby-sun-gone- 
supernova scale it is. 


e Investigation of the hazard reveals it to be a shiny 
thing, with a long, silvery, glimmery thing trailing 
behind it, or a phasing comet for the less wordy 
amongst the crew. Starbug's ever-reliable autopilot 
is taking the ship directly into the tail. The crew may 
try and evade the comet completely (the sensible 
option) or try and get a cheap thrill and continue on 
course. Either way a Pilot check is required to 
avoid having the chocolate dispenser eject deli- 
cious snacky treats all over the hallway. Whether 
the check was successful or not, the maneuver 
does not work as planned — the thrusters fail at a 
critical moment and the ship plummets straight 
through the tail of the comet, knocking the crew 
about like ice in a cocktail shaker. Starbug emerges 
from the other side more or less intact — several 
systems are down, including the auxiliary flight 
modulators, the lateral trimmers and Frank the 


LISTER: Had a dream about him, but he was dif- 
ferent. All smiles and jokes and... stuff. 

KOCHANSKI: | thought you guys didn't get on? 

LISTER: We didn't, that's what's so weird! His tidi- 
ness drove me crazy, the way he used to eat 
his food in alphabetical order; the way he only 
ever used three pieces of toilet paper: one up, 
one down, and one to polish. 

KOCHANSKI: Did he have *any* redeeming fea- 
tures? 

LISTER: No. Oh yeah, sometimes he went out of 
the room. 
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washing machine, who is stuck on hot wash. The 
SysComm reveals that the thrusters failed because 
of excess weight being carried in the cargo bay. If 
the crew want to do anything but whites in the laun- 
dry, something will have to be ejected so the 
thrusters work next time ‘round. 


The huge cargo hold is stacked with piles of crates 
containing random junk, mostly spoils from past 
missions — boxes full of shoetrees, coat hangers 
and holed Wellington boots. As the crew go about 
making some space and sorting out the junk from 
the ... lesser junk ... they hear movement from 
behind a stack of boxes. As the crew moves to 
investigate they see that several unusual crates are 
open and —the horror! — hordes of Rimmer 
munchkin-robots are clambering about and looting 


Frank the Washing Machine 
The washing machine lately known as Frank is 
the silent hero of Red Dwarf, acting as the 
trusty companion and sidekick of Kryten in the 
quest to keep the ‘Dwarfers in a ready supply 
of clean underwear. Okay, so Frank may not 
say much — he's more the strong, silent type 
— but he makes up for it in perseverance and 
hard work. After all, with Cat on board there's 
never a shortage of laundry to be done and no 
one is more suited to the job than Frank! But 
his seeming willingness to help out belies the 
hard truth — Frank is an addict like so many 
other household appliances, and that addiction 
is to fabric softener. So long as there is laun- 
dry to be done and softener to be added then 
all will be well, but woe betide the day the sof- 
tener runs out! 
AGL 0 

Dance 2 
DEX 0 
STR 0 
PER 6 

Aesthetics (Laundry) 5 
INT 4 

Philosophy 2 
WIL 5 

Cool 1 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Material Wealth 1 (loose change 
does add up), Stoicism 2, Addiction (Fabric 


the more useful cargo. The Rimmer munchkins 
seem to be hell bent on taking anything useful ~ 


stackable plastic chairs, boxes of cocktail Umbrel- » 


las, and Frank! How the Rimmer munchkins got 
onboard or where they plan on taking their spoils is 


a mystery, although the Rimmer memorial ride may» 


have had something to do with it, but they will have 
to be battled to save Frank and ensure clean 


clothes for the crew! There are a fair number of the . 


Rimmer munchkins, perhaps two or three per 
crewmember, and they put up a decent fight. Alter- 
natively they can be persuaded to leave by, offering, 


them both the shoetrees and the coat hangers. ~ 


They are Rimmer munchkins after all. 


"Til death do us part 

Of course, Blue isn't just about the Rimmer 
Munchkins; the real theme is about dealing 
with the death or departure of a crewmember. 
As such, it can easily be used as an opportu- 
nity to reminisce and remember a dearly 
departed character, with plenty of points that 
bring memories to the fore; the crates in the 
cargo hold could be full of their belongings, the 
wallpaper on the consoles could jam to a pic- 
ture of their ugly mug or the munchkins could 
instead bear their face and scream their catch- 
phrase as they try and claw the crew's throats 
out. Aaah, happy days. Of course, in Red 
Dwarf death isn't the handicap it once was and 
a crewmember can return in any number of 
ways — as a hologram, a wax droid imperson- 
ator or a strange version dredged up from an 
alternate dimension or another time. 


Sea een 27 Es 
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JMC Scan Probe 


Essential for long range reconnaissance 
operations, the Scan Probe is a remote drone 
dispatched by the dozen to seek out and dis- 
cover planets, space ships or 
extra-dimensional thingamajigs. Once a Scan 
Probe has located the object programmed 
into its computer, it halts its search and 
devotes all remaining energy to transmitting 
relevant coordinates back to its mother ship. 
Super efficient Ouroboros fuel cells (see our 
advert in Red Dwarf—The Roleplaying Game, 
page 124) give the Scan Probe a near infinite 
range, although the practical range is limited 
somewhat by the time it takes to transmit 
messages across galaxies. 

Skill: Computer Ops 

Size: Small 

Crew: 0 

SPD 3 

MAN 4 

SHL 0 

HUL 6 


LISTER: I'm not eatin’ that spicy stuff any 
more. 

KRYTEN: Forgive me, sir, but the phenome- 
na of you not eating spicy food is like a 
zebra not being stripy, or an old lady not 
sitting on a park bench with her legs open. 
May | ask why? 

LISTER: Apart from anything else it makes 
your breath smell like a lift full of senile 
donkeys returning from a gargling con- 
test. 

KRYTEN: Well, that's never bothered you 
before, sir. 

LISTER: Well it bothers me now, okay? 

KRYTEN: It's because of her, isn't it? She 
Who Must Be Drooled Over. 


Rimmer Munchkins 
Every psychotic monster or ram- 
paging killing machine starts out 
somewhere as an innocent idea 
intended to bring joy or pleasure 
to the life of someone. So it was with the pint- 
sized Munchkin robots, created as a precursor to 
the Wax Droids to serve at amusement parks, 
fairground rides and faintly creepy Christmas dis- 
plays in shopping malls throughout the galaxy. 
Of course, things didn't go terribly well and the 
Munchkins' rather primitive circuit boards had a 
tendency to go into meltdown after periods longer 
than the Christmas break, making the knee high 
droids a little loopy along the way. After several 
high profile cases involving muggings by hordes 
of Santa's elves, the Munchkins were quickly 
withdrawn and eventually replaced with more 
advanced alternatives. On backwater planets, 
deactivated Munchkin robots can still be found, 
just waiting to begin the knee biting again. The 
Munchkin robots can appear as pretty much any- 
thing, except they are never more than 1-2 feet 
tall. The Munchkins in question here had been 
converted to look like Rimmer, although less 
frightening alternatives are possible. 
AGL 4 

Athletics 4 

Self Defense 4 
DEX 4 

Instrument 3 
STR 3 

Climb 5 
PER 3 
INT 1 
WIL 1 
INIT 7 
SHRUG 2 
SAVE 4 
Fear Factor -1 (as vicious as these little blighters 
might be, it really is hard to take the cuties too seri- 
ously) 


Mission Profile 

Years of being taken for granted by the crew have 
exacted their toll on poor Kryten. When Lister asks for 
some ketchup to put on his lobster, the last straw has hit 
the camel's back. Kryten's NegaDrive overloads and 
his head blows up. Literally. The crew is forced to seek 
out spares aboard the SS Centauri and barter with a 
rogue simulant, but while they are doing so his GELF 
partner sneaks aboard their own ship and steals Kryten! 
As the crew pursue the Centauri, the repaired Kryten 
meets a fellow Series 4000 mech named Able who is 
addicted to Outrozone*. The crew manages to rescue 
Kryters, but not before the Simulant can reveal the dis- 
tressing truth about the Series 4000's origins, making 
Kryten question his existence. Able saves the day in the 
end, sacrificing himself to save the crew by channeling 
the negative emotions from Kryten's NegaDrive at the 
Centauri, forcing the Simulant to blow up his own vessel 
in despair. Kryten then realizes that he has evolved 
beyond the joke upon which the Series 4000s were 
built. 


Bring it On 

Beyond a Joke is a scenario best run for a group 
containing a Series 
4000 mech, allowing 
the character to under- 
go the same voyage of 
discovery as Kryten. 
However, it can just as 
easily be run for a 
group containing any 
mechanoid in need of 
spare parts, or indeed 
used as a model for 
any scenario involving 
bargaining for essen- 
tials with Simulants. 
There are a few plot 
points you can hijack for your group, regardless of its 
make-up. 


e Starbug is parked up next to the seemingly derelict 
and abandoned SS Centauri and the crew has just 


* Note: Although there is some confusion as to the 
correct spelling (various sources including 
‘Ultra-Zone' and ‘Otrozone’), the label as dis- 
played in the episode says Outrozone. 
Strange variations in spelling are most likely 
due to writers getting 'gooped up' on the stuff. 


e After a surprisingly nice dinner and a play in one of » 


returned from a pleasant day of salvaging and sight- 
seeing. The cargo hold is now full to bursting with 
boxes of hacked AR programs, stasis cubes con 
taining fresh fish and a ready supply of fancy dress 
costumes. The nightly task of catching their dinner 
in the cargo hold — what is usually a game of ‘hunt 
the tin of beans' — is punched up by the escape of 
a living, non-mutated lobster. As in the kind you can 
eat. \ 


the hacked AR games 
(the version of Jane 
Austen World with the » 
Guns 'n' Tanks cheat 
enabled seems 

hold the most»enter-» 
tainment) the crew 
discover their 
mechanoid inva state. 
of meltdown or mal- 
function, possibly as.a 
result of the crew's, 
prior actions (some 
mechanoids take 
exception to the cook- 
ing of a fresh lobster with a bazookoid, for 
example). A crucial part has burned out and they 
are fresh out of spares. If they value their erstwhile 
companion, they will have to find some backups 
somewhere, and the Centauri looks like the most 
likely source. Delving deeper into the derelict, the 
crew stumble upon evidence that not only did it 
once house a compatible droid unit, and thus prob- 
ably has a supply of appropriate spares, but also 
that it isn't as unoccupied as previously thought. 
Clotheslines of startled-looking mech heads, scraps 
of circuitry and scattered dirty washing belie the 
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presence of rogue simu- 
lants. Either that or 
undergraduate _ students. 
Simulants don't like human 
company and, unless the 
crew is composed entirely 
of some other race, they 
will have to dress up as 
some other species. 


T-72 Tank 


places. 
anyone? 
Skill: Pilot: Auto 
Attired in fancy dress, or by 
some other crafty method, 
the crew meets the simu- 
lant peacefully and 
manages to convince him 
to trade spares for some- 
thing equally suitable. But, 
simulants are untrustwor- 
thy swines at the best of 
times and when the crew 
return to their ship they find 
it ransacked and_ their 
mechanoid companion gone! If the crew seem con- 
tent to leave the mech behind, or don't have one, 
then something equally vital can have been stolen, 
such as the O-G unit, the drive shaft or the popcorn 
maker. Quicker than you can say "smeg," the Cen- 
tauri powers up and is away. The crew will have to 
come up with something clever to catch them. 
Since Starbug has trouble keeping up with an ice 
cream van, it will have to be cleverer than simply 
putting the pedal to the metal. 


Size: Small 
Crew: 1 (3) 
SPD 1 
MAN 1 
SHL None 
HUL 20 


Meanwhile the kidnapped mechanoid has been 
repaired by an apple green Series 4000 mech 
named Able who is prepared to help him return to 
his ship if the rest of the crew look to be having a lit- 
tle trouble thinking up a good plan. Able is 
something of a klutz and is likely to be more of a 
hindrance than a help, but it's certainly possible to 
steer him into a position where he breaks some cru- 
cial engine component and slows the Centauri 
down enough for the crew to catch up and steal 
their mech back. The unsuspecting crew may 
decide to take Able along too. 


The simulant is not at all happy about losing one or 
more of his mechanoid servants and will attempt to 
blow them out of the sky. There is an abundance of 
nearby asteroid belts, assorted gas clouds and 
patches of space debris, but any attempt to hide is 
scuppered by Able accidentally powering up the 
thrusters and revealing their position. Able will 
come through in the end and save the day, stealing 
away in one Starbug's escape pods (bet no one 


Astalwart of every WW2 AR adventure, as well as the battlefields of War 
World, the Soviet manufactured T-72 light tank does have a propensity to 
turn up in the most unlikely of 
Jane Austen World 


Type: Auto (tracked tank) 


Weapons: Big Cannon (treat 
as a Missile Launcher 
with a range of 5km, see Red Dwarf—The Roleplaying Game page 73) 


noticed those before...) and overloading the Cen- 
tauri with the negative energy from his NegaDrive, 
overwhelming the simulant in grief and driving him 
to blow up his own ship. 


Able 
RDRPG page 139 
AGL 3 

Self Defense 3 

Pilot: Transport 3 
DEX 4 

Repair 5 
STR 6 
PER 1 

Awareness 2 
INT 4 

Computer Ops. 3 
WIL 1 
INIT 4 
SHRUG 4 
SAVE 7 
Personality: Addiction: Outro- 
zone (3), Tinker 


RED DWARF SERIES SOURCEBOOK 


SS Centauri 
RDRPG page 79 
Type: Long-range cruiser 
Size: Large 
Crew: 2 (12) 
SPD 4 
MAN 3 
SHL 2 
HUL 30 
Weapons: Laser Canon (1, turret); WA+1, WR8. 


Rogue Simulant 
(RDRPG page 97) 
AGL 3 


LISTER: Tell me about Professor Mamet! 
KRYTEN: Well, she was due to marry John War- 


Gunnery 5 burton, a fellow bio-engineer. He jilted her the 
Self-Defense 6 day before their wedding, so she decided to 
Stealth 3 create a droid in his image — a pompous, 
Pilot 4 ridiculous-looking, mother-hen clucking, irasci- 
DEX 4 ble buffoon. 
Computer Ops 1 LISTER: What happened to this droid? 
Firearms 6 KRYTEN: That droid, sir, is me! 
STR 5 LISTER: Pompous? Ridiculous-looking? Mother- 
Climb 2 hen clucking? Oh yeah, | see now... 


Endurance 4 
Strength Feat 1 


PER 3 
Awareness 3 
Con 1 
INT 2 
Astrogation 2 
Security 3 Useful Bits 
WIL 3 The following bits of gear also appear in 
Cool 4 Beyond a Joke. Details can be found for 
Intimidation 4 each within the pages of Red Dwarf — The 
Resist 4 Roleplaying Game. 
INIT 8 NegaDrive, page 16 
SHRUG 5 Jane Austen World AR game, page 57 
SAVE 11 Outrozone, page 64 


Personality: Ambidexterity, 
Courage, Stoicism (3), Fanati- 
cism: Violence 


Stats as listed in the main Red Dwarf rule- 
book are complete bollocks. Correct stats 
are listed here. 
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“Mission Profile 
When the crew stops at a 
giant iceberg to take on water, 
“they encounter more than they 
bargained for in the form of one 
of Lister's old flames who isn't 
| she seems (when are they 
ever?). Caroline Carmen has 
been dead for three million 
ars and is now the host of a 
deadly-yet-charismatic _Epi- 
. deme virus, which she passes 
onto Lister, along with a size- 


able chunk of her rotting tongue. When the crew realize 
that Epideme won't take no for an answer they are 
forced to amputate Lister's arm, stop his heart and lure 
“the virus into the leftover bits of Ms. Carmen. | hate 


Mondays, don't you? 


_Bring it On 


Epideme is a scenario that can easily be slotted into 
any campaign with a minimum of fuss. Well, any cam- 
paign soJong as there is at least one living, breathing 

“crewmember. A crew made up entirely of mechs is right 


out, so don't try any funny business. 


va The characters are out cruising through space on 


approach to a huge chunk of ice — an astro glacier 
or space-berg to be precise. The ship's freshwater 
supplies are running a little low and the recyc is 
looking a little ... yellow. This seems like an ideal 
opportunity to restock. As the ship approaches the 
space-berg, scans reveal that there is a huge 
spaceship buried deep within the ice. The vessel is 
the derelict Leviathan, a 23rd Century JMC supply 
ship, and Starbug can gain access to its interior via 
a network of crevasses leading deep into the flying 
glacier. The Leviathan is without any power and its 
engines long dead — 
burnt out millennia ago 
as a result of a power 
overload. The climate 
aboard the derelict is a 
little frosty and _ ice 
skates are recommend- 
ed. Internal scans 
identify a single lifeform 
within a big block of ice 
(where else?). The 
JMC ident chip identifies 
the frozen entree as 
Caroline Carmen, a one 
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time supply officer aboard Red 
Dwarf. There's every chance 
that the crew knew her way 
back when, although they may 
come to regret the familiarity. 


e If the crew take Caroline 
back to the ship, they find the 
ice to be of an unnatural chem- 
ical composition that doesn't 
defrost immediately in the 
warmer air of Starbug. Laser- 
ing her out is possible, although 
good DEX checks are needed to avoid giving her a 
severe haircut, facelift and/or lobotomy. If the crew 
leave her alone, the virus will cause the ice to rap- 
idly melt and the rotting Ms. Carmen will stalk the 
ship, doing her best Night of the Living Dead imper- 
sonation. Caroline is a plague zombie, but in the 
dark passes for a female with a pulse, slipping into 
bed with her chosen victim and trying to seduce the 
sleepy crewman. Once she has planted a sloppy, 
decomposing kiss across the crewman's chops she 
goes still — not in the manner of that brief college 
fling of yours, but quite, quite dead. 


Post-mortem scans reveal she has been dead for 
three million years and the anomalous life signs 
have migrated to her beau (or gal, if that's the sort 
of thing you're into). Whoever is infected should 
probably start feeling ill and taking damage around 
now too. Mediscans reveal the presence of the Epi- 
deme virus. Epideme is fatal within 48 hours unless 
some sort of grand plan can be conceived —the 
virus can either be bargained with or a sequence of 
antivirals can be deployed to arrange a menage a 
trois between it, an extremity and a laser bonesaw. 
Conversation with Epideme is possible via the 
medicomp and the univer- 

iN sal translator. Epideme 

oozes charisma but deep 

down is after only one 
thing — the life of its host. 
In the unlikely event that 
the crew out-charm the 
virus and convince Epi- 
deme to leave (and he'll 
want a new host) then Plan 
B is likely to involve the 
bonesaw. But that's not 
your problem, right? After 
all, Als can't be infected... 


Epideme 
(RDRPG pages 119 and 
143 - 144) 
AGL as host 
DEX as host 
STR as host 
PER 5 

Con 5 

Empathy 4 
INT 8 see below 
WIL 5 

Resist 4 
Personality: Charisma 

As a virus, Epideme lacks physical 
statistics, using those of the host when 
in control of his body. Epideme does, 
however, have a personality and thus 
mental stats and skills. Epideme 
absorbs knowledge from its previous 
victims, and can be expected to have 
any INT based skill at a rating between 
3 and 6 as required by the Al. As 
charismatic as Epideme may be, for 
the host faced with the inevitably of 
death within 48 hours, Epideme is 
about as appealing as a date with one 
of Lister's socks on laundry day. 
Because of this, PER based checks 
made by Epideme against its host suf- 
fer a -3 penalty. 


Useful Bits 


The following bits of gear also 
appear in Epideme. Details can be 
found for each within the pages of Red 
Dwarf — The Roleplaying Game. 


Laser Bonesaw, page 62 
Medicomp, page 62 
Mediscan, page 62 
Incinerex, page 72 


Caroline Carmen 
Caroline Carmen was 
once a_ supply officer 
aboard Red Dwarf where, 
contrary to Lister's asser- 
tions, she did not have a 
passionate love affair with 
him, nor was her nickname 
Karen. Her stats in life were as fol- 
lows, although in her new career as a 
plague zombie she has lost somewhat 
in the attractiveness department. Still, 
when you're the last surviving human 
you can't be choosy, eh? 
AGL 3 
DEX 3 
STR 3 
PER 4* 

Seduction 5 

Social 6 
INT 4* 
WIL 3* 

Intimidation 6 

Resist 2 
INIT 7 
SHRUG 3 
SAVE 6 
Personality: Rank 2 
Note: Stats marked with a * are sub- 
stituted with those of Epideme once 
Caroline Carmen begins her new 
lease on life. 


JMC Leviathan 
One of the massive fleet of supply vessels 
designed to keep the even bigger fleet of min- 
ing vessels stocked with life's little necessities 
— food, drink and... more drink. Most of the 
Leviathan's bulk is comprised of cavernous 
cargo holds, the crew quarters and bridge only 
taking up a teeny tiny section. 

Type: Rather Large Supply Vessel 

Size: Bloody Huge 

Crew: 3 (150) 
SPD 0 

MAN -1 

SHL 10 

HUL 35 
Weapons: None 


EPIDEME: And a great big "Hi!" to all of you out 
there in flesh-and-blood land! And tonight, 
Dave Lister, assistant vending machine sub- 
operative and spice food connoisseur, this is 
your *death*! Your line... 


KRYTEN: | take it we're speaking with the epi- 
deme virus..? 

EPIDEME: Give that man an eyebrow! Hey, I'm 
feeling generous, give him two! 


SCABBY Catalog Update 

Ident-Chip, from BlOtrak! 

Want to keep track of your employees without them knowing? Don't 
trust your friends and family to save that important bit of information? 
Then insert a BlOtrak Ident-Chip under the surface of their skin! The 
Jupiter Mining Corporation and the Space Corps are our biggest cus- 
tomers for this baby as a multi-purpose form of identification, storing 
every bit of information — name, height, weight, shoe size and star 
sign — in a single place. So when you think "invasion of privacy", why 
not think BlOtrak? 

Note: Home surgery kit not included. 


Universal Translator (U.T.) 

Do you want to chat up an Esperanto angel, an Italian stallion or a GELF, er, woman but can't be bothered to 
learn their language? Well now the learning is over! Say hello to the Universal Translator, pre-programmed 
with over 300 languages spoken across the galaxy, including French, Italian, Esperanto, Binary and even 
Welsh! Simply speak into the microphone (sold separately), select the output language, choose from a range 
of seductive voices and voila! Instant pan-cultural communication. 

Crapola, Inc. We're everywhere you'd never think to look. 


Mission Profile 

Driven to new levels of depression by the loss of his 
favorite arm, Lister's endless moping prompts the rest of 
the crew to try and help him get over it. Neither Cat's 
insensitivity, Kryten's incessant mothering, nor the 
rather chunky bionic replacement help matters and the 
crew decide to try something even more drastic — 
transplant some of Kryten's self-repairing nanobots to 
Lister and watch them work their magic. The only prob- 
lem is, the nanobots jumped ship way back at the end 
of Series V (which must've irked Kryten to no end when 
he realized he'd have to manually beat himself back into 
shape after the Psirens encounter). Undaunted by the 
proverbial search for a needle in a haystack, the crew 
set off to find them only to discover more than they bar- 
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gained for. The nanobots have made their own 
miniature version of the Dwarf and used it to bog off and 
explore the terrible depths of Lister's laundry basket. 


With the nanobots recovered, not only can Lister's arm 
be restored, so too can Red Dwarf. 


Bring it On 

The Nanarchy scenario can be run in one of two 
ways — as a follow up to the amputation ending of Epi- 
deme, or as a completely independent scenario. 
Nanarchy concerns itself with the mystery of the miss- 
ing Red Dwarf and if you are not running a similarly 
themed campaign the scenario may not be as immedi- 
ately useful. As ever, feel free to strip mine the episode 
for plot ideas. 


e The self-repair system built into most mechanoids is 
comprised of nanobots, thousands of microscopic 
robots capable of repairing any malfunction at a 
sub-atomic level. The Nanarchy scenario begins 
with one of the crewmembers deciding they have 


use for the 'bots — intending to use them to rebuild 
amputated body parts, repair a long neglected 
mechanoid glitch or burn a new copy of Now.That's 
What | Call Music #567 onto disc. But the nanobots 
have long since deserted the hapless mech and are 


not immediately located. It should be relatively. 
straightforward to work out when the nanos depart- 
ed and to return to the ship's location at that time. 


The journey back to this location can form the basis\. 
for several scenarios on its own, or the crew can 
simply jump into stasis booths and set the alarm 
clocks. Once they have returned to the relevant 
system, they will immediately notice something odd 
— a large red planetoid, which wasn't there before, 
is now orbiting the sun. Sensor readings identify it, 
as Red Dwarf, albeit a somewhat more spherical 
version. The surface is barely hospitable but is 
studded with the occasional useful find from Rea. 
Dwarf — drink dispensers, boxes of napkin rings 
and inflatable bananas. Whether they recover the 
nanobots or not, this is quite a catch. If the crew 


have spent the past two series without an Al (and 


” 
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how have they coped?), then now may well be the 
time to reintroduce yourself. Hundreds of years 
alone on a planet ravaged with electrical storms will 
have had no ill effects on an entity as hardy and bril- 
‘ liant as yourself. Seriously though, now is the time 
to leap back into the driving seat and kick some 
arse. 


It transpires that the nanobots led a mutiny and stole 
Red Dwarf, scrapping most of it and creating a 
nano-sized version of the ship. The mini-Red Dwarf 
can actually be found onboard Starbug, exploring 
the-depths of an old tub of potato salad or some 
other unsavory space. A little rummaging with the 
y scanners, a glass and a piece of cardboard can 
quickly capture the errant vessel and, once 
retrieved, the nanobots will happily rebuild arms, 
legs and Red Dwarf... complete with crew. 


Useful Bits 


The following bits of gear also appear in 
Epideme. Details can be found for each with- 
in the pages of Red Dwarf — The Roleplaying 
Game or the Extra Bits Book. 

Cybernetics Rules, RDRPG page 76 
JMC Buggy, EBB page 16 
Thermo-Foil Parka, EBB page 14 
Weather-Blast Goggles, EBB page 14 


JMC Buggy 

More information on the buggy can be found on page 
16 of the Extra Bits Book. 

Type: Auto (multi-wheeled ATV) 

Size: Small 

Crew: 1 (4) 

SPD 2 


MAN 2 

SHL None 

HUL 10 

Weapons: 2 Bazookoids (fire-linked at the drive con- 
sole — on a successful shot, two hits are applied to 
the same target). 


To Boldly Go 

Nanarchy also throws up a further intriguing 
possibility for a Red Dwarf campaign — playing a 
nanobot crew of the nano-Red Dwarf. The possi- 
bilities are small, but in a good way. The crew can 
spend their time exploring colonies of bacteria, 
asteroid belts made up of a dropped biscuit and 
solar system sized stains on long abandoned 
socks. They could even go so far as to explore the 
interior of a real-sized crewmember, dodging white 
blood cells and viruses intent on their destruction. 
The crew in such a campaign can be either all 
mechanoids, or miniaturized version of any player 
species. 


RED DWARF SERIES SOURCEBOOK 


LISTER: Ohh, where have | been? 
KRYTEN: Well, for the last few minutes, sir, 
you've been dead... 
LISTER: Wow... 
KOCHANSKI: How did it feel? 
LISTER: Ever been to Swindon? 
—Epideme 


Dave Lister 
AGL 3 
Athletics 1 
Gunnery 1 
Pilot: Cycle 3 
Pilot: Auto 3 
Pilot: Transport 6 
DEX 4 
Active Games: Pub 4 
(Pool 6) 
Craft: Crochet 4 
Firearms 4 
Instrument: Guitar -1 Cat 
Repair 4 AGL 6 
STR 4 Athletics (With Style) 4 
Endurance 1 Dance (With Style) 6 
Strength Feat 2 Gunnery 3 
Swimming 3 Pilot: Transport (With Style) 5 
PER 3 Stealth 4 
Aesthetics: Curry 6 DEX 3 
Awareness 4 Active Games: Party 5 
Passive Games: 2 Craft: Clothes 9 
(Strip Poker 4) Firearms 4 
INT 3 STR 2 
Computer Ops. 2 PER 4 
Language: Esperanto 2 Aesthetics: Fashion 7 
Trivia: Sports 3 Awareness 6 
(London Jets 6) Empathy 1 
WIL 3 Passive Games 2 
Cool 3 Seduction 4 
Resist 5 Social 3 
INIT 6 INT 2 
SHRUG 4 Anthropology 2 
SAVE 7 (Cat 4) 
Personality: Dumb Luck (2), Unusual Tal- Computer Ops 3 
ent: Belch American States, Bad Sense: WIL 3 
Taste, Delusion: Guitar God, Intolerance: Cool 7 
Talkie Toaster, Intolerance: Doug Intimidation 2 
McClure, Phobia: Spiders, Phobia: (Look Big 4) 
Snakes, Phobia: Huge Slathering Laun- INIT 10 
dry Hamper Monsters, Chirpy Optimism SHRUG 3 
SAVE 5 
Personality: Acute Sense: Smell, Charisma, 
Gullibility, Moral Restriction: Must Never 
Be Unfashionable, Obsession: Personal 
Appearance, Pet Peeve: Rimmer, Self- 
Conversation, Cynicism 


KRYTEN: Can't sleep? 

KOCHANSKI: Have you ever listened to those 
Clapped-out old pipes? Nurieeking and rotuting, 
and just when you expect them to nurieek again, 
they sqweloookle! 


Kristine Kochanski 
AGL 3 
Athletics 3 
Dance 4 
Self Defense 4 
Pilot: Auto 3 
Pilot: Capital Ship 5 
Pilot: Transport 3 
DEX 3 
Craft: Sewing 4 
Firearms 4 
STR 2 
Climb 3 
PER 4 
Aesthetics: Fashion 5 
Aesthetics: Classical Music 5 
Awareness 5 
Empathy 4 
Seduction 3 
Social 4 
INT 5 
Anthropology 3 
Astronavigation 5 
Computer Ops 3 
History 3 
Life Sciences 2 
Mathematics 4 
Philosophy 3 
Medicine 2 
Theoretical Physics 3 
Trivia: Classical Music 3 
(Opera 5) 
Other: Literature 3 
WIL 3 
Cool 3 
Resist 3 
INIT 7 
SHRUG 3 
SAVE 5 
Personality: Rank (2), Direction, Intoler- 
ance: Noisy Pipes, Pet Peeve: Warm 
Salad Cream 


—Duct Soup 


Kryten 
AGL 3 
Dance 2 
Pilot: Cycle 4 
Pilot: Transport 4 
DEX 2 
Active Games 3 
Craft: Sewing 6 
Firearms 3 
STR 5 
Strength Feat 4 
PER 2 
Aesthetics: Technical Design 5 
Awareness 4 
Con 3 
Social 3 
INT 6 
Anthropology 6 
Astronavigation 3 
Computer Ops 7 
Culinary Arts 6 
Language: Binary 10 
Language: All Others 5 
Life Sciences 4 
Mathematics 2 
Medicine 3 
Theoretical Physics 4 
Trivia: Bureaucracy 4 
(Space Corps Directives 6) 
WIL 2 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Acute Sense: Zoom Eyes, 
Moral Restriction: Asimov's Law, Obses- 
sion: Cleanliness, Obsession: 
Servitude, Fanaticism: Silicon Heaven, 
Intolerance: Kochanski, Pet Peeve: Cold 
Salad Cream, Pet Peeve: Ketchup on 
Lobster 


PARTS 1,2 & 3 


Mission Profile 

After the reconstruction of Red Dwarf by the 
nanobots at the end of Series VII (now AWOL from the 
scene), the crew are a little surprised to find themselves 
onboard a Dwarf which is anything but — the nanos 
have made it much too big! As Red Dwarf shrinks to fit, 
Starbug crashes spectacularly into the hangar bay (by 
way of a rat's backside) and the crewmembers are 
shocked to find that their former comrades have been 
reconstructed along with the ship. The main characters 
are promptly arrested and tried for a variety of crimes 
and, as the prospect of two years in the Tank looks ever 
more likely, their only hope for escape rests in a resur- 
rected Arnold J. Rimmer. Lister garners Rimmer's help 
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BACK IN THE RED — 


years in The Tank. 


By the close of the series, the crew 


sumed by a metal-eating virus. 


which is reversing the feelings of 


in space. 


The End. 


as the Series 3000 (EBB page 4), as 


ting have yet to evolve or be created. 


with both their missing ship and their long- 
dead crewmates, all of whom have been given 
a new lease on life by those pesky nanobots at 
the behest of Holly. No happy ending is forth- 
coming, however, as the crew is found guilty 
of assorted crimes and sentenced to two 
The series centers on 
attempts to clear their names, escape and/or 
survive in prison — and as part of the crack 
fighting (suicide) team known as the Canaries. 


jail but also out of time as Red Dwarf is con- 
Series VIII 
provides an assortment of possibilities for a 
Red Dwarf campaign, the most interesting of 


explored previously. No longer are they alone 

Alternately the series can be used as a 
model for playing onboard a spaceship before 
In such a campaign all the crew 
should be humans or early mechanoids, such 


the weird and wonderful creatures of the set- 


is out of 


solitude 


many of 


by providing him with the personnel records for the 


entire crew and enabling him a fast-track up the ziggu\ 


rat, lickety split. 
However, Rimmer is still a bastard and, having 
found both the luck virus and the sexual magnetism, 


virus as well as promotion prospects, is not keen to » 


jeopardize his new career path by helping the 'Dwarfers 
escape. The crew manage to escape on their own and 
flee Red Dwarf in a stolen Blue Midget before realizing 
that they are in an AR simulation being used as their 
trial. After escaping from the AR simulation it takes the 
crew a little longer to realize that they are in yet.anoth- 
er AR simulation, this time with Rimmer as well. 
Although both simulations confirm that they were 
indeed telling the truth about the nanobots and are 
innocent of all previous charges, they also confirm that 
the crew is guilty of the crime of abusing classified infor- 
mation. The sentence? Two years in The Tank. 


Bring It On 

The Back in the Red scenario condenses the plot 
points of the first three episodes of Series VIII, primari- 
ly because it's pretty much the same scenario and plot 
and ‘cause we say so and our IQ is bigger than yours. 
Pneh. The scenario assumes that the crew is original- 
ly from Red Dwarf, and that the nanobots rebuilt it and 
its crew just last session. As with all other Series VIII 
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scenarios, it works almost as well with any other big 
_Ship or space station you care to use. 
The plot points in Back in the Red are better cov- 
ered as problems with which to confront the crew. The 
_scenario is intended to set up the rest of the series, 
“ while at the same time tying up some loose ends, rein- 
tegrating the smaller crew into the larger crew and 
generally giving the prior atmosphere of the campaign 
4a goodshake up. 


e The first problem is that the nanobots have created 
Red Dwarf on a slightly different scale to the crew— 
say 1:35 compared to the crew's 
1:100000 — maybe they spilt cof- 

/ fee on the plans or something. Of 

4 course, by the time the crew real- 

ize this — thanks to being sucked 

into an oversized air vent or 

A inhaled by passing vermin — it is 

likely to be much too late as the 

ship shrinks to a normal size. 

Some fancy Pilot checks are called 

for to avoid a nasty but well 

pressed end as the air vents and 

tunnels return to their regular 
dimensions all around Starbug. 


about nanobots, poorly-fitted drive 
plates or other such nonsense, 
although they are somewhat confused 
by the discovery that Red Dwarf has 
resumed its pre-JMC cutback design, 
and that they are suddenly 3 million 
years out into deep space. 


e The crew has several options 
available to them. They can escape 
and try to find proof that they are 
telling the truth. This means finding 
the ever-elusive nanobots — no easy 
task as Nanarchy proved. They can 
just plain escape and flee back into 
space the way they came — Red 
Dwarf is hardly capable of giving pur- 
suit, but neither is Starbug especially 
comfortable to live in for another few 
years. Plus they have to find a way of 
stealing a Starbug. The final realistic 
option is for them to stay put, stand trial and win 
over their accusers through the strength of their 
character and force of personality. Oh dear, oh 
dear — say hello to the prison boys. 


The second problem comes when 
the crew realize that the rest of 
Red Dwarfs crew have also been 
rebuilt and are not entirely happy 
to see them. Captain Hollister 
greets them in the hangar bay with 
a hearty welcome and a list of charges as long as 
his belt: stealing and crashing a Starbug, piloting 
without a pilot's license, smuggling stowaways 
onboard, failing to declare fruits and vegetables on 
entry and so on and so forth. The crew are arrest- 
ed-and led to their quarters where they can either 
contemplate escaping or await trial. They will be Penal Officer Automatic Rifle 
interrogated at length about their adventures and The Bloodlust AR-16 features single-shot and 
the stranger species among them forced to under- 3-round burst settings*, as well as rubber stun 
go medical examinations and classification. The ammo for quelling those annoying prison riots. 
officers of Red Dwarf do not believe any stories 


Useful Bits 
The following bits of gear also appear in Back 
in the Red. Details can be found for each within 
the pages of Red Dwarf — The Roleplaying Game. 
Al Watch, page 67 


Luck Virus, page 117 WA 0/+1* WR 3** DBO Range 100m Ammo 50 


Sexual Magnetism Virus, page 118 Skill: Firearms 
** WR3 standard setting, or WR4 stun (as per the stun rules in RDRPG, 
page 47) 


Doctor Karen Newton 
As Chief Medical Offi- 
cer, the new additions 
to the Red Dwarf crew 
— Cat and Kryten — 
sparked Doctor Karen 
Newton’s biological 
curiosity, especially the 
discovery of Cat's color coordi- 
nated internal organs and 
get-down-and-boogie heartbeat. 
Her lowest points came within 
an afternoon of one another — 
first she was held hostage by 
Kryten and forced to sit on the 
toilet while he stared at her, and 
then she was madly, deeply and 
thoroughly seduced by Rimmer 
after he dosed himself with the 
Sexual Magnetism Virus. How 
is a woman supposed to cope 
with such pressure? Oh yeah... 
those events never really hap- 
pened, did they? 
AGL 3 
Pilot: Gurney 3 
Self Defense 2 
DEX 3 
STR 2 
Endurance 2 
PER 4 
Aesthetics: Full-Body Medi 
Scans 4 
Awareness 3 
Empathy 3 
Seduction 2 
Social 3 
(Vending Machine Gos- 
sip 5) 


INT 6 
Anthropology 4 
Computer Ops. 3 
Life Sciences 5 
Medicine 6 

WIL 2 
Cool 4 
Resist 3 

INIT 7 

SAVE 4 


SHRUG 2 
Personality: Obsession: Gossip 


Doctor Lucas 
McClaren 

The chief coun- 
selor aboard Red 
Dwarf. Boy, is Dr. 
McClaren kept 
busy dealing with the multi- 
tude of misfits encountered 
among the crew. McClaren 
is able to keep a cool head 
even in the most desperate 
of situations and breezes 
through crises and dramas 
with the kind of optimism 
and enthusiasm that makes 
him just so ... punchable. 
AGL 1 

DEX 1 

STR 1 

PER 6 

Awareness 4 
Empathy 6 

Social 4 

INT 5 

Medicine 6 

WIL 6 

Cool 6 
Resist 5 
INIT 7 
SHRUG 4 
SAVE 7 
Personality: Chirpy Opti- 
mism, Obsession: 
Making sure patients 
are well restrained 
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MP Angus Thornton 
Heading up the little- 
seen team of military 
policemen who keep 
order aboard Red Dwarf, 
Angus Lionel Thornton is 
responsible for the vari- 
ous security issues which crop 
up amongst the crew — typically 
involving large quantities of 
beer, traffic cones and kebabs. 
Thornton was once admitted to 
the medibay stark naked save 
for a rather attractive foreign 
object attached to his... er, 
groinal socket, as it were. 
AGL 3 

Gunnery 4 

Self Defense 4 
DEX 4 

Firearms 4 
STR 4 
PER 3 

Passive Games 4 

Seduction 4 
(Domestic Appliances 6) 


INT 3 
Security 5 

WIL 3 
Cool 3 
Intimidation 4 
Resist 2 

INIT 6 

SHRUG 4 

SAVE 7 

Personality: Stoicism 2, 
Unhealthy attraction towards 
household appliances 


CASSANDRA 


“Mission Profile 
Lister thinks he's onto a 
winner when he enlists both 
“himselfand the rest of his crew- 
mates in the Canaries. After all, 
they do get all the best privi- 
_Jeges — extra servings of baked 
beans at dinnertime, doubly 
smooth toilet rolls and use of 
_Afe soap in the showers. Not 
bad for joining a barbershop 
quartet. Except the Canaries 
are actually named for the nine- 
teenth century Earth practice of 
sending a canary down pits with 
miners to detect the presence of 
“noxious fumes. The crew is 
sent to explore the SSS Silver- 
burg, a spaceship seemingly 
“abandoned at the bottom of an 
ocean. There they discover a 
somewhat precocious Al named 
Zassandra who can predict the 
future with 100% accuracy, and 
tells the 'Dwarfers in short order that only Lister, Kryten, 
Kochanski and the Cat will escape the Silverburg — so 
it's. curtains for Arnold, again. Except Cassandra is 
actually lying in an attempt to trick Rimmer into sleeping 
with Kochanski and punishing Lister for his part in her 
“eventual death, a plan that fails spectacularly. But sure- 
ly she knew it would, right? 
_Bring it On 
The Cassandra scenario is in the traditional Red 
Dwarf Series _ Ill-VIl 
episode mold and can 
easily fit into a campaign 
modeled on one of these 
earlier series. Thus, 
instead of having the 
crew explore the Silver- 
burg as part of the 
Canaries, they could 
enter it in search of a 
spare gyrothruster or to 
use as a base for a diving 
holiday. It is relatively 
straightforward to enlist 
the crew’ into’ the 
Canaries — either trick 
them by pretending it's a 


Holiday in Bermuda Sweep- 
stakes, or have someone else 
sign them up for the first meeting. 
Membership in the Canaries 
forms an excellent springboard 
for future scenarios as the crew 
pretty much have to go where 
you tell them to, or spend an 
amusing session wriggling out of 
it. Either way is fun for you. 

The SSS Silverburg is buried 
on the ocean floor of a moon and 
a remote probe has reported that 
it is completely deserted — no 
crew, no skeletons of crew, no 
fragmented remains of skeletons 
of crew, no nothing. It seems 
likely that something ate them all 
and may well try to eat the char- 
acters. Just in case it tries, all 
Canaries are equipped with a 
rifle, a pistol, a flak jacket and a 
side order of salad garnish as 
standard. 

The Silverburg is indeed deserted — in actual fact it 
was deserted long ago and set to crash land here on 
autopilot. The reason for Space Corps' sudden desire 
to be rid of the ship is its Al, a computer named Cas- 
sandra. Cassandra has the uncanny ability to 
accurately predict the future 100% of the time, which 
she does in everyday conversation and as a neat party 
trick. Unfortunately this is the part where your humble, 
non-mystical programming lets you down for you cannot 
predict the future in any way better than guessing. If 
you could you'd have 
simply skipped this 
part of the scenario 
and resumed a para- 
graph or so down, 
right? Right. Thus it is 
suggested that you 
either degrade Cas- 
sandra's accuracy, or 
limit her predictions to 
vague assertions and 
bluffs here and there. 
Have her predict a few 
events that you know 
are going to happen 
and bamboozle the 
crew that way. A good 
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prediction is for the ship to fill with water, because that's 
what happens next. 

Cassandra has seen that one of the crew is (direct- 
ly or indirectly — either is good) responsible for her 
death and so tries to trick fate by sending them off on 
the wrong track, or at the very least to make them suf- 
fer before she snuffs it. We recommend that you have 
a crewmember in mind as the likely culprit (although 
keep it to yourself until it comes to pass, just like 
magic... or Clue) and then work out what would really 
wind them up or make them suffer. Then all you need 
to do is make some vague prophecy that will trick the 
others into inflicting suffering and punishment on Cas- 
sandra's executioner. So, tricking one of the crew to 
sleep with her killer's lover, persuading them to tape 
over the culprit's collection of Simpsons videos or fool- 
ing them into mixing colors and whites in the laundry 
and turning all their panties pink! Nothing is too diabol- 
ical or malicious here. 

Even if you have to make some strange series of 
events transpire to take her out, like a piece of chewing 
gum somehow shorting out the entire ship, Cassandra 
should snuff it before the end of the scenario, as fate 
cannot be tricked or avoided. A little bending of events 
makes it feel less like murder anyway. 


Useful Bits 

The following bits of gear also appear in 
Cassandra. Details can be found for each with- 
in the pages of Red Dwarf — The Roleplaying 
Game and the Extra Bits Book. 

Al Watch, RDRPG, page 67 

Flak Vest, RDRPG, page 71 

Canary Rifle, EBB, page 14 


SSS Silverburg 


Kill Crazy 
(RDRPG page 144-145) 
AGL 5 
Athletics 4 
Self Defense 5 
Stealth 1 
DEX 3 
Computer Ops. 3 
Craft: Macramé 4 
(Human Entrails 6) 
Firearms 5 
STR 5 
Climb 3 
Endurance 5 
Strength Feat 4 
PER 3 
Aesthetics: Blood Spatters 4 
Awareness 4 
INT 2 
Trivia: Serial Killers 6 
WIL 2 
Intimidation 6 
Resist 4 
INIT 8 
SHRUG 4 
SAVE 7 
Personality: Insane Courage (as per 
Courage, but ignores boxcars as well), 
Obsession (kill! Kill! Kill!), Delusion (Inde- 
structibility), Gimboid, Pet Peeve (Not 
Killing) 


The Silverburg was originally intended to act as a test bed for all manner of experimental equipment and tech- 
nology, with the Al Cassandra able to provide an answer as to whether it would work or not ahead of time. 
However a computer that unerringly predicted the future was deemed to be a dangerous thing indeed, as well as 
the fact that Cassandra generally got on everybody's nerves, and the Si/lverburg was sent on auto-pilot to crash 


at the bottom of a lunar sea. 
Type: Science vessel 
Size: Large 
Crew: 3 (250) 
SPD 0 
MAN 1 
SHL 3 
HUL 30 
Weapons: None 
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Governer ‘Nicey’ 
Ackerman 
More information on 
Gov. Ackerman can be 
found in Red Dwarf — 
The Roleplaying 
Game page 144. 
AGL 3 
Athletics 4 
Self Defense 3 
DEX 3 
Computer Ops. 3 
Firearms 4 
STR 4 
Endurance 3 
PER 4 
Awareness 3 
Empathy 2 
Seduction 4 
Social 3 
INT 2 
Life Sciences 3 
Mathematics 3 
Security 7 
WIL 4 
Cool 3 
Intimidation 5 
Resist 3 
INIT 7 
SHRUG 4 
SAVE 8 
Personality: Rank (1), Bad 
Sense: Glass Eye, Delusion: 
Omnipotence, Nervous Tic 


Canary Submarine 


Average Canary 
Here are some stats for 
your average Canary. Run 
him through the gauntlet—these 
guys are highly expendable. 
AGL 4 
Self Defense 5 
DEX 4 
Demolitions 4 
Firearms 5 
STR 4 
Endurance 4 
Strength Feat 4 
PER 2 
INT 2 
WIL 3 
Cool 4 
Intimidation 4 
Resist 2 
INIT 6 
SHRUG 4 
SAVE 7 


Warden Knot 
Serving for many millions of 
years as the right hand man to 
Governor Ackerman, Knot's 
place was to play the badder 
cop to Ackerman's bad cop- 
there was little place in the Tank 
for niceties, even if Ackerman's 
nickname made you think other- 
wise. Note that we talk about 
Knot in the past tense—serving 
alongside the Canaries aboard 
the SSS Silverburg he died of a 
heart attack while arguing with 
Cassandra about his imminent 
demise. 
AGL 3 

Self Defense 4 
DEX 3 

Firearms 4 
STR 4 

Endurance 4 
PER 4 

Awareness 4 


Security 6 

WIL 4 

Cool 3 
Intimidation 5 
Resist 4 

INIT 7 

SHRUG 4 

SAVE 8 
Personality: Gim- 
boid, Gullibility 


While we wouldn't recommend painting your top-of-the-range naval flagship bright yellow (we think you'll 
find the only camouflage worse is a large bullseye design on the front), there is nothing better to cheer up the 
dreary lives of your prisoners en route to a suicide mission. Guaranteed waterproof in 95% of conditions (war- 


ranty is invalid in stormy weather or an unconventional sea composition). 


Skill: Pilot: Submarine 
Type: Submarine 

Size: Medium 

Crew: 2 (40) 

SPD 1 


MAN 1 

SHL None 

HUL 10 
Weapons: None 


Mission Profile 

Although Kryten is unhappy at 
being classified a woman, the rest of 
the (male) prisoners couldn't be happi- 
er — after all, Kryten and his eye 
cameras get to be a part of shower 
time. Reprogrammed by Kill Crazy to 
betray his sisters, Kryten begins to 
broadcast the soapy fun live. Mean- 
while Lister and the rest of the 
Dwarfers receive an offer to appeal if 
they are on good behavior, but fate 
conspires to get Lister into trouble — 
Kryten tricks him into sabotaging Ack- 
erman's date and it's a race against 
time to clear it up again! Luckily the appeal is a success 
and Ackerman overturns his ruling that Lister should be 
denied his guitar strings. 


Bring It On 

Krytie TV is one of those Red Dwarf scenarios in 
which not a lot happens, action-wise — no garbage 
cans full of dribbling monsters, no scary squids plaguing 
you with hallucinations and no talking viruses. Of 
course, sometimes scenarios full of nothing can be just 
as fun —think of it as the opportunity for a bit of 'down- 
time,’ with the crew going about their everyday prison 
tasks and hilarity ensuing as usual. 

Amongst the usual deluge of post — a combination 
of Crapola Inc. catalogs, credit card applications and 
much-delayed postcards from Scunthorpe — one of the 
crew receives a letter from the governor offering him a 
case review on production of evidence for good behav- 
ior. This of course should start 24 hours of hell for the 
crew as every man and his dog conspire to sabotage 


\ 
the appeal. The scenario should be 
dotted with lots of little points in which 
the crew must act like model prisoners 
in the face of great adversity. Recover-» 
ing Governor Ackerman's missing 
glass eye from the hands of Bone 
Cruncher. Surviving room inspections, 
just at the moment everyone decides 
to dump assorted pornography, and 
other contraband in the cell. Halting 
the showing of a pirated copy of 
"Women's Shower Night" in the cine- 
ma. If you wish to spice up.the fun, 
introduce a race against time to» 
accomplish some task before the time 
of the appeal. Perhaps a rogu 
mechanoid is broadcasting a pirated TV show from 
somewhere in the Tank and framing the crew or maybe 
an entire case of the Governor's favorite meringues i. 
gone missing and must be recovered before. dinners. 
time. 

Of course, after putting the crew through hell, duck 
behind your Al screen as you announce that the appeal 
was actually over something entirely minor — strings on 
guitars, toilet paper instead of newspaper or an 
increased tomato ketchup allowance. And if you don't 
have an Al screen, don't say we didn't warn ‘you to» 
duck... 


\ 


Mechanoid Optical Broadcast 


Feature 
Although the Diva-Droid Series Ill Mechanoid 
does not come standard with a broadcast mode on 
its optical sensors, it 
can be a relatively easy 
fix to install such as fea- 
ture. The droid should 
be powered down (or 
laid out with a socket 
wrench), and a Repair 
check at a -1 modifier 
should be attempted. 
The successfully 
installed broadcast fea- 
ture has a range of 1 


kilometer and can be 
patched into any receiv- 
er or relay console. 


ob 


“Mission Profile 

After defeating the war- 

den's basketball team by 
“spiking their drinks with 
anti-impotence drugs, Lister 
and Rimmer are put on 
potato peeling duty for two 
weeks and Kryten, Kochan- 
ski and Cat are sent on 
Another’ Canary mission. 
Lister and Rimmer attempt 

‘ to, make their punishment 
asier by using a program- 
mable, potato skin eating 
virus, which inevitably goes 
Wrong and eats all their clothes and hair, along with 
Captain Hollister's. Two months in the Hole beckon. 
Meanwhile the rest of the crew is exploring the SS 
Manny Celeste to locate two missing Canary battalions 
“and find a group of them frozen in time by a time wand. 
Sneaking the time wand back onboard, they intend to 
use it to make their sentences pass in the blink of an 
_#@ye, but naturally all does not go according to plan. 
After freezing everybody else on board and rescuing 
Lister, Rimmer and their newfound eccentric friend, 
_Birdman, Kryten uses the wand to bring Birdman's spar- 
row, Pete, back to life. Alas, not only is Pete brought 

’ back into life, but he is also devolved several hundred 

illion years to a tyrannosaurus rex! 

Having transmogrified Pete the sparrow into a 
dinosaur hell bent on causing mayhem throughout Red 
Dwarf, the Dwarfers have to turn it back somehow. Eas- 

“jer said than done after Bob the skutter is swallowed 
whole, along with the time wand. 
Somehow Pete's bowels must be 
“persuaded to hurry along and 
release Bob once more into the 
world. One of Lister's cow vin- 
daloos does the trick, evacuating 
Pete's bowels faster than com- 
muters exit a fart-filled _ lift. 
Unfortunately, Captain Hollister is 
sneaking up on Pete's rear, under 
normal circumstances a far safer 
place to be than his front. Despite 
attempts to sabotage turning Pete 
back into a sparrow, the crew even- 
tually restore him to the much 
smaller — and safer — sparrow 
shaped version. Elsewhere, Kry- 
ten, sick of being classified as a 


PETE — PARTS 1 & 2 


I woman, fashions himself a 
penis named Archie, which 
promptly escapes. And 
Pete turns out to be Petra 
as a baby t-rex hatches 


and molests Hollister. 


Bring It On 

The Pete scenario is, 
like the episode, divided 
into two parts. Pete — 
Part 1 can be simply 
spliced into a Red Dwarf 
Series VIIl campaign or, 
with an_ itty-bitty more 
work, into any other campaign. Discovering the time 
wand can be done in much the same manner as 
described, although Birdman and/or Pete will have to be 
introduced in a different fashion. Perhaps they could be 
found in stasis aboard the Manny Celeste, or maybe the 
malfunctioning time wand devolves and reanimates the 
characters’ chicken dinner as a big dinosaur. Heck, it 
could turn all the eggs in the fridge into velociraptors if 
you fancy going further down the Jurassic Park route. 

Pete — Part 7 is composed of the following plot 
points, and the makers of this game product are not 
liable for any loss or damages due to messing around 
with the time stream or turning canaries into dinosaurs. 


e Bored by the unending toil of prison life, the crew 
has been landed with the unenviable punishment of 
playing the prison wardens at basketball. Ingenuity 
or exceptionally good Active Games checks are 
required for a win. Win or lose, the crew can expect 

a pummeling and further punish- 

ment may well be in order 

depending on how much they 
cheated to win — the suggested 
punishment is either time on potato 
peeling duty or time in the Hole. 

Those in the know go for the Hole 

— potato peeling in the Tank is like 

breaking rocks, only worse. 


e Those of the crew who have 
not ended up in the Hole or the 
kitchen are sent on Canary duty to 
the SS Manny Celeste to find two 
missing Canary battalions who dis- 
appeared without a _ trace. 
Exploring the ship reveals a number 
of Canaries seemingly frozen in 
space and time and uncannily 


resembling that great primal terror — mimes! One 
of the men carries a Time Wand that is the root of 
the time freeze. The manual is not present and it 
will take a bit of trial and error, not to mention much 
hilarity, in order to figure the device out. It should 
probably occur to the crew that with the Time Wand 
they can make their sentences pass in a second! 


e Meanwhile, if any of the crew have ended up in the 
Hole, they meet, and hopefully befriend, Birdman 
and his sparrow Pete. When rescued by their crew- 
mates the shock of freedom is too much for Pete, 
who promptly upends and dies, devastating Bird- 
man. Whether the crew choose to use the Time 
Wand on Pete or not, the next time it is used near- 
by it malfunctions spectacularly and devolves him to 
a living, breathing, stomping T-Rex! Of course the 
crew may have opted to spend time in the kitchen 
instead of the Hole, but will probably need rescuing 
from there too. The ingenious Al should note that 
there are plenty of birds in the kitchen waiting to be 
transformed too — chickens and turkeys aplenty! 


e To be continued ... 


Does it really need to be stated that the Pete — Part 
2 scenario follows on from the Pete — Part 1 scenario? 
Although it is technically possible to run the one without 
the other, the whole experience may leave your players 
more confused than a group of trainspotters confronted 
with a girl. How the crew go about disposing of Pete is 
rather open ended. We recommend any method which 
does not involve 15ft high diarrhea tidal waves and I'm 
sure your crew will agree. The scenario can be 
resolved by transmuting Pete back into a sparrow with 
the Time Wand, barbecuing him with a ton of Incinerex 
or challenging him to a boxing match. 

Pete — Part 2 is composed of fresh little candies 
carried to and fro by the most adorable pixies... sorry, 
just making sure you're paying attention. 


e Confronted with a rampaging t-rex, the crew will 
have to come up with a cunning plan on the fly to 
avoid going the way of Birdman — bottoms up and ~ 
down the hatch. Obviously the situation with Pete 
can quickly be reversed with swift use of the Time 
Wand, so make sure it's out of the picture for the» 
short term. They can lose it at this very inopportune 
moment to a crafty Skutter pickpocket, a freak gust 
of wind, a hungry Pete or maybe it simply runs out, 
of batteries. They really should have used 
Ouroboros™. Pete will make a lot of noise and 
stomp about a fair bit at first, but when it comes, 
down to it the crew are hardly the most appetizing 
of people and Pete quickly wanders off in search of 
something better. Heck, compared to your typical 
Red Dwarf player character, an airport sandwich,is 
tastier. 


It shouldn't be long before the crew manages to. 
retrieve the time wand, or else come up with a 
superior plan to remove several tons of dinosaur 
from the decks of the Dwarf. If they are trying to 
shirk the responsibility, the Canaries are dispatched 
to 'subdue' it, a duty that obviously demands the 
participation of the crew. Any attempt by the crew 
to end things quickly with the Time Wand will.be cut\. 
short as they are ambushed by Kill Crazy and Bax- 
ter who want to stop them turning Pete back and 


. 


fight it out with the tyrannosaur, mano-a-dino. ~~ 


Eventually, after escaping from the clutches of Kill 
Crazy and Baxter, the crew manage to subdue Pete 
and either turn him back into a bird or else neutral-» 
ize the danger he poses. They should not expect to 
be thanked however. It was their fault in the first 
place, after all. One final task awaits them — stop-\ 
ping the small, hatchling shaped blur. But was it a 
baby dinosaur, or a rogue penis on the rampage? 


SS Manny Celeste 

The manufacturer, age and purpose of this craft has yet to be determined, but it is known that, while 
aboard, picking up certain temporal-manipulation implements (aka the Time Wand) can really scroo... 000... 
0000... EW... YOU UDP. 

Skill: Pilot: Capital Ship 

Type: Unknown 

Size: Large 

Crew: 2 (120) 

SPD 0 

MAN 0 

SHL 15 

HUL 35 

Weapons: None 


Programmable Virus 

A top-secret, hush-hush don't-tell-a-soul, Space Corps 
experiment to create a virus which could be told what to do — 
incapacitate the Captain of an enemy vessel, turn undrinkable 
liquid into drinking water or do a week's laundry. Unfortunately 
the virus was entirely fallible and at times possessed a certain 
malicious streak in carrying out its commands. It was left on Z- 
Deck and forgotten about until Lister used it to peel potatoes. 


Madge the Scutter 
The blue-shelled and utterly delightful 
wife of Bob the Skutter, Madge is a 
much racier model, able to go from zero 
to sixty in less than ten minutes. Madge 
acts as Bob's operator, secretary and 
go-between for all his shadier dealings 
and enjoys a life of luxury as a result. 

AGL 2 

Athletics 1 

(Sprinting 3) 

DEX 4 

Repair 5 

STR 3 

PER 3 

INT 3 

Language: Morse Code 3 


Bob the Scutter 
AGL 2 
Stealth 1 
DEX 4 
Firearms 2 
Repair 5 
STR 4 
PER 3 
Aesthetics: Movies 1 
(John Wayne 3) 
INT 2 
Security 2 
WIL 0 
INIT 5 
SHRUG 2 WIL 0 
cee 4 INIT 5 
Personality: Tinker, Direction, Fanati- SHRUG 2 
cism: John Wayne (2), Speech SAVE 3 


saeediment (2), Only Has One Personality: Tinker, Direction, Material 

Smeggin' Hand and Three Fingers Wealth (2), Speech Impediment (2), 
Only Has One Smeggin' Hand and 
Three Fingers (2) 


Baxter 
It takes a special someone to make it 
through life with fewer brains than Kill 
Crazy, and yet, against all odds, 
Baxter manages it. The phrase 
describing a large, well-constructed 
masonry building specifically creat- 
ed for housing a non-flushable 
toilet was coined especially for this 
six-by-six-foot wall of muscle and 
anger from which grizzly bears run 
screaming into the night. His sup- 
ply of hooch was renowned for not 
only putting hairs on your chest, but also 
your lips. 
AGL 4 

Self Defense 5 
DEX 3 

Firearms 3 
STR 6 

Endurance 4 

Strength Feat 6 
PER 2 

Passive Games 3 

(Poker 5) 


INT 2 
Culinary Arts 2 
(Brewing 4) 


WIL 3 
Intimidation 5 
Resist 2 

INIT 6 

SHRUG 6 

SAVE 12 

Personality: Courage, Stoicism (3), 

Gimboid, Intolerance: Other People 


JMC Forklift Truck 
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Birdman 
Exactly what crime Birdman originally 
committed that was so severe as to con- 
demn him to a life in the Hole is as 
much a mystery as where he obtained a 
sparrow onboard a deep space vessel. 
Crazy and Welsh (pardon the redundan- 
cy) with a love of birds, Birdman was 
completely devoted to Pete so it came 
as an understandable shock when Pete 
ate him. 
AGL 3 
DEX 3 

Repair 3 
STR 3 

Endurance 3 
PER 2 
Passive Games 2 
INT 4 
Life Sciences 5 

(Ornithology 7) 

WIL 4 
Resist 3 
INIT 5 
SHRUG 4 
SAVE 7 
Personality: Attached to pet 
parakeet, Bad Sense (Eyesight), Crazy 
as a Cuckoo 


Just the job for the job which is too darned big for a team of Skutters, the Big Lift Forklift Truck, produced on 
exclusive contract with the JMC — and these guys know big — comes with optional skutter interface and stereo 


system to make the hardest of jobs easy. Skill: Pilot: Auto 
Type: Auto 
Size: Small 
Crew: 1 
SPD 1 


MAN 2 
SHL None 
HUL 10 
Weapons: None, although the big lifting forks can be pretty dangerous if used to drop cattle on people. 


Pete the T. Rex 
Pete the sparrow has come a long way 
since dying, subsequently being reani- 
mated and devolving several million 
years. Now he is king of all the 
dinosaurs and the terror of outer space, 
for a time at least. 
AGL 4 
Self Defense 6 
DEX 2 
STR 9 
Endurance 5 
Strength Feat 5 
PER 2 
INT 1 
WIL 2 
Cool 6 
Intimidate 8 
Resist 6 
INIT 6 
SHRUG 6 
SAVE 11 
Fear Factor 2 


Additional Uses for the Time Wand 

In addition to the functions that the Time Wand 
can perform as listed on page 68 in the RDRPG, Time 
Freeze and Age Immolator, the following functions 
are available to a user: 

Age Object: The Time Wand can not only alter 
the age of a target, but also of objects, aging a bulk- 
head so that it swiftly rusts away to nothing, or 
repairing a destroyed chair by altering its age to a 
point much earlier in its life cycle. When used on a 
target's clothes, not only can they be made to decay 
away to nothing, but also made into earlier or later 
equivalents. Platform boots and flares on full alert! 

Delay Time: The Time 
Wand can put its target on a 
different time stream to the 
rest of the local area, effec- 
tively delaying the effects of 
time-sensitive actions such as 
being shot or being ejected 
into a vacuum. Such effects 
can eventually catch up with 
the target, however, with hilar- 
ious results. 


PHOTO T 
RUDE 1 
SHOW 


After being classified as a female 
due to his lack of a penis, Kryten 
decided to rectify the situation by 
building his own out of an old elec- 
tron board, a toilet paper roll, some 
sticky-back plastic and the polo 
neck sweater from an Action Man 
doll. Archie was not a well-behaved 
appendage and, much like all penises, 
seemed to have a mind of its own. Itis 
perhaps for the best that Hollister was 
molested by Pete's offspring rather than 
Archie... 
AGL 6 

Athletics 5 
DEX 3 
STR 2 

Climb 1 

Endurance 2 
PER 3 

Awareness 1 

Seduction 1 
INT 1 
WIL 0 
INIT 9 
SHRUG 2 
SAVE 4 
Personality: Claustrophobia, Courage, 
Direction, Looks Pretty Weird, Stoicism 


(2) 


Reality Check: The Delay Time function lasts for 
206 rounds on each target. For the duration of the 
Delay any damage inflicted on the target is ignored, 
along with any attached wound penalties and related 
effects. As soon as the duration ends, the target 
immediately takes all damage inflicted while the effect 
was in place, along with other effects such as being 
disintegrated, having their brains 
or emotions sucked out and so 
on. 


Evolve/Devolve: The Time 
Wand can not only be used to 
alter the age of a target, but can 
also alter the target's relative 
position on the evolutionary lad- 
der, turning Cat back into a cat, 
or Lister into some form of high- 
er intelligence—a squid perhaps. 


Mission Profile 

The crew are finally on 
probation — Rimmer is act- 
ing as Hollister's assistant 
while Cat is on rock duty, 
changing the records on 
the ship's radio station 
every forty-five minutes — 
but the good times don't 
last long. After Kryten gets 
his own back for one of Lis- 
ter's cruel tricks by planting 
all of Baxter's hooch in the 
boys' cell minutes before a 
cell inspection, Lister and Rimmer are forced to drink 
the lot to hide the evidence from Ackerman. There is lit- 
tle chance of that, as even with just the one eye 
Ackerman can still spot a pair of drunks at fifty paces, 
and the duo are soon in hospital having their stomachs 
pumped. Meanwhile, Baxter is out for revenge and the 
crew escapes from the hospital and flees the strategi- 
cally shaved grizzly in combat boots. As they do so, 
they discover a metal-eating chameleonic microbe 
chewing its way through Red Dwarf faster than a sumo 
wrestler working on an all-you-can-eat buffet, and the 
ship is evacuated of all essential personnel — convicts 
not included. In desperation, Rimmer crosses into a 
mirror dimension to fetch a cure but when he crosses 
back he loses it as it changes to its mirror self — the 
microbe. The rest of the crew have fled back through 
into the mirror dimension but Rimmer is trapped 
onboard the disintegrating Red Dwarf. Is it the end for 
Rimmer as Death comes for him? The smeg it is. Only 
the good die young, after all... 


Bring it On 

So here we are, you made it all the way to the end. 
No, not The End, the end. See what | did there? 
Maybe the capital is silent. The Only the Good sce- 
nario confronts the crew with the same dilemma as in 
the episode, but also offers them an outcome and a 
conclusion. After all, for your Red Dwarf campaign 
Series IX is no doubt just around the corner. Only the 
Good can be used pretty much as written in any Red 
Dwarf campaign, whether set onboard Red Dwarf, Star- 
bug, a Radio Rentals van or whatever. 

The scenario begins with the ship bringing an 
escape pod onboard from the SS Hermes, although 
unless the crew is in charge of the scanny-wotsits its 
unlikely they will know this. The pod contains a metal- 


eating, chameleonic 
microbe that, as its name. 
suggests, goes unnoticed 
for the time being. 

Meanwhile, the crew is 
on probation. Feelfree to 
give them all sorts of 
amusing duties — serving 
the officers at dinner, look», 
ing after the créche or 
stirring the stew in the 
kitchen. As the crew are, 
going about their duties, » 
one of them discovers the 
microbe doing its best Hollister-versus-the-donut, 
impression on Red Dwarfs superstructure. lf. they 
linger too near to the microbe, it will eat any metal on 
them too — belt buckles, glasses (just not the glass — 
after all, it was created in a lab), light bees. How they \ 
react may vary greatly. They might warn the others, 
warn the rest of Red Dwarf, scamper onboard the first 
Starbug they can steal, or some combination, of the 
three. If they warn the rest of Red Dwarf their reward 
is to be left in the Tank to die along with the other pris- 
oners — chaos will ensue and they will have to make, 
good their escape from prison, if not the ship, in the » 
best Great Escape tradition. If they simply exit stage 
left and hotwire a Starbug then it seems only fitting that, 
they discover the microbe onboard their ship some way 
into their journey. Either way, they should have a 
pressing need to find an antidote. 

The microbe's corrosive negativity can only be neu- 
tralized by something with a matching corrosive 
positivity, and the easiest place to get something like 
that is in a mirror universe (bet you never thought you'd 
hear that to be the easiest solution ... except perhaps 
in the mirror universe). A Theoretical Physics or Trivia 
check is required to work this out, a second successful 
check will reveal how best to make a portal there using 
only a prism, a mirror and oodles of maple syrup. In the 
mirror universe everything is reversed, but not in a 
Backwards kind of way. Or a Parallel Universe way. 
More of an Only the Good kind of way. Here the hier- 
archy onboard the ship is upended so the lowliest 
private is now the captain, the dumbest of the dumb is 
now an Uber-boffin and the chameleonic microbe is its 
own antidote. 

Once the crew has found the anti-microbe they 
must race back to their own universe with the cure and 
save Red Dwarf If you are so inclined, there are plen- 


ol —o— 


ty of opportunities for things to go wrong. The dimen- 

sional portal breaks, stranding them in the mirror 
Auniverse; the formula for the antidote could change 

back to that of the microbe once on the other side of the 

mirror; or an angry vending machine could get in their 
May for.prior crimes against chocky-nut bars. 

There are, as ever, endless possibilities for how this 
scenario resolves, the outcome of which dictates where 
Series IX of your campaign takes you — are the crew 

“strandéd alone once more onboard Red Dwarf, the rest 
of its crew scattered into space? Are they trapped in the 
mirror universe, forced to live alongside their opposites? 

“Or have you some other, even better idea for your 

_ game? 


Mirror Kochanski 
On the other side of the mir- 
ror universe, Kochanski is a 
gum-snapping, magazine- 
reading, disinterested 
Glaswegian secretary. Her 
parents must be proud. 
AGL 3 
Athletics 2 
(Mechanical Bull 4) 
Dance 4 
Self Defense 4 
(Withering Glances 6) 
DEX 3 
Craft: Faux Jewelry 4 
STR 3 
Endurance 2 
PER 4 
Aesthetics: Club Music 4 


Mirror Machine 

Powered (amazingly enough) by a can of 
Leopard Lager, this ingenious device allows trav- 
el between one’s prime dimension and a mirror 
universe where, although time runs forward, peo- 
ple and events are flipped exactly opposite. The 
competent navigator in the prime universe might 
find her counterpart is a gum-snapping, trashy- 
magazine-reading, vacuous peon. Meanwhile, 

your group ’s loser 
dog mechanic 
may have a coun- 
terpart who is 
nicely groomed, 
tick-free, and real- 
ly good at Frisbee 
golf. Generally 
speaking, when 
one enters the 
mirror universe, 
one does NOT 
encounter one’s 
own counterpart — such a meeting could end the 
universe as we know it... or at least be really 
creepy. 

Reality Check: The Mirror Machine must be 
fired at a reflective surface in order to work prop- 
erly, and the link will last for 30 minutes per can 
of lager. 


Awareness 3 
Empathy 1 
Passive Games 3 
Seduction 4 
Social 4 

INT 3 
Computer Ops. 4 

WIL 3 
Cool 4 
Intimidation 4 
Resist 3 

INIT 7 

SAVE 6 

SHRUG 3 


SS Hermes 

A private courier craft operated by Deep Space Leisure, 
LLC. The Hermes was torn apart by the cameleonic microbe... 
chamileionic mycrobe... by the shape-changing weird space 
thing that destroyed 
all essential ship 
systems, including 
the spell checker. 
Massage ends. 

Size: Large 

Crew: 2 (58) 


Personality: Speech Impediment: 
Glaswegian Accent (1); Cynicism, Fid- 
geting: Chewing Gum, Pet Peeve: Work 


Weapons: None 
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Talia Garrett 
An old friend of Hollis- 
ter, Sister Talia Garrett 
was assigned to Red 
Dwarf to offer spiritual 
support to the officers 
of the JMC — and 
after encounters with 
both incontinent and 
sexually deviant dinosaurs and 
a lack of mint choc ice-cream, 
boy did the Captain need it. 
After he crossed into the mirror 
world and became the captain 
of the ship, Rimmer failed to 
grasp exactly who Talia was — 
first believing her to be his lover 
and then his sister. Who subse- 
quently provided Talia with 
spiritual support after being 
given a tongue sandwich by 
Rimmer is never made clear. 
Which begs the question — if 
Talia was a nun in the mirror 
universe, what was she in the 
prime universe? Ooooh. Don't 
answer that. 
AGL 2 
DEX 2 

Instrument: Harp 3 
STR 2 
PER 5 

Awareness 3 

Empathy 6 

Social 3 
INT 4 

Anthropology 3 

Philosophy 6 

Trivia: Religious 2 

(Names of Popes 4) 

WIL 5 

Cool 3 
INIT 7 
SHRUG 4 
SAVE 7 
Personality: Charisma, Fanati- 
cism: Loyalty to the Holy Order 
of St. Geraldine, Space-Time 
Branch, Intolerance: Inappropri- 
ate Behavior, Such as Kissing, 
Petting and Eating Garlic Bread 
on a Date 


Useful Bit 


The following bit of gear 
also appears in Only the Good. 
Details can be found for each 
within the pages of Red Dwarf 
— The Roleplaying Game 

Chameleonic Microbe, 

page 119 


Insane Vending Machine 
AGL 0 
DEX 0 
STR 1 
Endurance 2 
PER 6 
Awareness 5 
Social 1 
INT 2 
WIL 6 
Cool 1 
Intimidation 1 
Resist 3 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Courage, Obses- 
sion: Revenge, Intolerance: 
Rimmer 


Professor Cat 
In the mirror uni- 
verse, Cat is no 
longer the vain, self- 
centered chick 
magnet he is in the 
prime universe. 
Instead, he's a scholarly gentle- 
man who can say 
Soliciumfrankolithicmixyalebidi- 
umrixydixydoxydexydroxide. You 
look surprised. 
AGL 3 
Pilot: Office Chair 6 
DEX 3 
STR 2 
PER 4 
Aesthetics: Technobabble 4 
Awareness 3 
Empathy 3 
Social 3 
INT 6 
Anthropology 5 
Computer Ops. 6 
Life Sciences 6 
Mathematics 6 
Medicine 5 
Philosophy 4 
Theoretical Physics 6 
WIL 2 
Cool 4 
Resist 3 
INIT 7 
SAVE 5 
SHRUG 3 
Personality: Stoicism (1), 
Unusual Talent: Can Say "Solici- 
umfrankolithicmixyalebidiumrixy 
dixydoxydexydroxide" (2) 


KRYTEN: Are you asking me to betray the people | live 
with? To ignore their humanity and reduce them to 
mindless sex objects, merely there for your moronic titi- 
lation? Kristine Kochan- 
CAT: Yes, please! ski 
—krytie TV AGL 3 


Kryten 
AGL 3 
Dance 2 
Pilot: Cycle 4 
Pilot: Transport 4 
DEX 2 
Active Games 3 
Craft: Sewing 6 
Firearms 3 
Repair 1 
STR 5 
Strength Feat 4 
PER 2 
Aesthetics: Technical Design 5 
Awareness 4 
Con 3 
Social 3 
INT 6 
Anthropology 6 
Astronavigation 3 
Computer Ops 7 
Culinary Arts 7 
Language: Binary 10 
Language: All Others 5 
Life Sciences 4 
Mathematics 2 
Medicine 3 
Theoretical Physics 4 
Trivia: Bureaucracy 4 
(Space Corps Directives 6) 
WIL 2 
INIT 6 
SHRUG 4 
SAVE 7 
Personality: Acute Sense: Zoom Eyes, 
Moral Restriction: Asimov's Law, Obses- 
sion: Cleanliness, Obsession: 
Servitude, Fanaticism: Silicon Heaven, 
Intolerance: Kochanski, Pet Peeve: Cold 
Salad Cream, Pet Peeve: Ketchup on 
Lobster 


Athletics 3 
Dance 4 
Self Defense 4 
Pilot: Auto 3 
Pilot: Capital Ship 5 
Pilot: Transport 3 
DEX 3 
Craft: Sewing 4 
Firearms 4 
STR 2 
Climb 3 
PER 4 
Aesthetics: Fashion 5 
Aesthetics: Classical Music 5 
Awareness 5 
Empathy 4 
Seduction 3 
Social 4 
INT 5 
Anthropology 3 
Astronavigation 6 
Computer Ops 4 
History 3 
Life Sciences 2 
Mathematics 4 
Philosophy 4 
Medicine 2 
Theoretical Physics 3 
Trivia: Classical Music 3 
(Opera 5) 
Other: Literature 3 
WIL 3 
Cool 4 
Resist 3 
INIT 7 
SHRUG 3 
SAVE 5 
Personality: Rank (2), Direction, Intoler- 
ance: Noisy Pipes, Pet Peeve: Warm 
Salad Cream, Pet Peeve: Archie 
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LISTER: The envelopes... When we signed the 
consent forms... there must have been some 
kind of drug on the gluey bit we licked. 

CAT: So you mean nothing's been real since 
then? Blue Midget? The ground controller? 
None of that was real? You mean after all 
this, | still haven't got a date? Damn! Anoth- 
er year when | have to send a Valentine's 
card to my hand. 

—Back in the Red, Part Ill 


Dave Lister 
AGL 3 
Athletics 1 
Gunnery 1 
Pilot: Cycle 3 
Pilot: Auto 3 
Pilot: Transport 6 
DEX 4 
Active Games: Pub 4 
(Pool 6) 
Craft: Crochet 4 
Firearms 5 
Instrument: Guitar -1 
Repair 5 
STR 4 
Endurance 1 
Strength Feat 2 
Swimming 3 
PER 3 
Aesthetics: Curry 6 
Awareness 4 
Passive Games: 2 


Cat 
AGL 6 
Athletics (With Style) 4 
Dance (With Style) 7 
Gunnery 3 
Pilot: Transport (With Style) 6 
Stealth 5 
DEX 3 
Active Games: Party 5 
Craft: Clothes 9 


(Strip Poker 4) Firearms 5 
INT 3 Repair 1 
Computer Ops. 4 STR 2 
Culinary Arts 4 PER 4 


(Indian 6) 
Language: Esperanto 2 


Aesthetics: Fashion 7 
Awareness 6 


Philosophy 4 Con 2 
Theoretical Physics 2 Empathy 1 
Trivia: Sports 4 Passive Games 2 
(London Jets 6) Seduction 4 
WIL 3 Social 3 
Cool 4 INT 2 
Resist 5 Anthropology 2 
INIT 6 (Cat 4) 
SHRUG 4 Computer Ops 3 
SAVE 7 WIL 3 
Personality: Dumb Luck (2), Unusual Tal- Cool 7 
ent: Belch American States, Bad Sense: Intimidation 2 
Taste, Delusion: Guitar God, Intolerance: (Look Big 4) 
Talkie Toaster, Intolerance: Doug INIT 10 
McClure, Phobia: Spiders, Phobia: SHRUG 3 
Snakes, Phobia: Huge Slathering Laun- SAVE 5 


dry Hamper Monsters, Chirpy Optimism 


Personality: Acute Sense: Smell, Charisma, 
Gullibility, Moral Restriction: Must Never 
Be Unfashionable, Obsession: Personal 
Appearance, Pet Peeve: Rimmer, Self- 

Conversation, Cynicism 


Arnold Rimmer 
(reconstructed) 
AGL 4 
Dance 3 
(Morris 5) 
Self Defense 2 
Pilot: Auto 3 
DEX 4 
Instrument: Hammond Organ 4 
Repair 1 
STR 4 
Swim 3 
PER 4 
Aesthetics: Art 1 
Aesthetics: Christian Rock 1 
Aesthetics: Instrumental Music 3 
(Hammond Organ 5) 
Awareness 3 
Con 1 
Empathy 1 
Passive Games 2 
(Risk 4) 
Seduction 1* 
Social 1 
INT 3 
Computer Ops. 3 
History 4 
Language: Esperanto 1 
Mathematics 4 
Trivia: Hammond Organ Music 4 
Trivia: History 3 
(Dictators 5) 
(20th Century Telegraph Poles 6) 


WIL 2 

Cool 1 

Resist 1 
INIT 7 
SHRUG 3 
SAVE6 
Personality: Smeghead, Delusion: Author- 
ity, Delusion: Persecution, Cowardice, 
Obsession: Anal Retentive, Obsession: 
Jealousy, Cynicism, Pet Peeve: Rastabilly 
Skank, Pet Peeve: Chirpy Optimism, Pet 
Peeve: Love/Hate Relationship with Space 
Corps Directives. 


*See page 118 of the RDRPG for effects of the Sexual Mag- 
netism Virus. 


COCONUT 


got milk? 


After a tough rock climbing jaunt on lo 
or an exhausting shore leave on Titan, 
nothing hits the spot like IMC issue 
coconut massage milk. 


Also available in raspberry and 
seasme-mint, and makes a 
refreshing beverage." 


WARNING: This product 
has heen shown to 
cause hair loss, 
muscle fatigue & 

rare types of 
melanoma. 


“Do not ingest. 


BRUTAL. 


HOT ON THE HEELS OF THE ACCLAIMED 

RED DWARF - THE ROLEPLAYING GAME AND 

THE RED DWARF A.!I. SCREEN & EXTRA BITS BOOK 
COMES THE MOST INDISPENSABLE RESOURCE 
FOR RED DWARF ADVENTURE GAMING! 


WITHIN THIS BOOK YOU WILL FIND EVERY 
EPISODE OF THE POPULAR BBC SCI-FI COMEDY, 
*BROKEN DOWN INTO PLAYABLE ELEMENTS 
FOR USE IN YOUR OWN RED DWARF CAMPAIGN! 


PLOT SYNOPSES, VARIATIONS AND HOOKS, 
FULLY STATTED:CHARACTERS, CREATURES, 
SHIPS AND GEAR, ALL READY TO PLAY! 


WAITING FOR, A PURPLE ALERT? 


but Red Dwarf is an opportunity that shouldn't be mis i 
GRADE: A 


- SciFi Weekly 


"It's eeeeeeeeextraordinary. Beautifully done, love the 
artwork, love the gags... Well done.” 
- Robert Llewellyn, Kryten 


"Remarkable... a benchmark by which similar efforts should be judged.” 
- Pyramid 


"In the crowded field of licensed RPGs, 

Red Dwarf stands all alone. (More or less.)” 
Style; 5 (Excellent!) 

Substance; 5 (Excellent!) 

- RPGnet 
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